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SAVINGS ON: SOCOM 4, Dragon Age Il, Assassin's Creed: Brotherhood, Shift 2 Unleashed, and more! 
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MADDEN 
NFL 12 


Better defense. Better 
collisions. Better graphics. 
But can Madden NFL 12 
save football? PG. 12 


Lara Croft's LENGE SOCOM 4*U.S. 
Softer Side? Reviewed! Navy SEALs 
The Tomb Raider series Mark some time off on your.calendar | The tactical shooter gets a 


72440 387942 gets a reboot PG. 22 for Rockstar's latest Рб, #6 facelift. Reviewed. PG. 66 


"TEMPLAR SHOULD DEFINITELY 
BE ON YOUR RADAR.” - DESTRUCTOID 
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"e BEST OF ITS KIND 
SINCE THE ORIGINAL SIMCITY. *- GAMESPY 


for Windows 


INSIDE! 


GEARS OF WAR 3 


We were given early access to the beta, and put 
together a guide of epic proportions. Check it! 


88 " 


Gear galore! 

We never mess around when 
bringing you the hottest gear reviews 
possible, and this month we went 

all out! Flip to page 88 for a 1080p 
projector, headsets, and more! 


ARE YOU READY FOR SOME MULTIPLAYER? 
THE CREW OVESINTOTHEBETAPG.40 


P-P-P-Papercraft! 

We bring you news; reviews, and a podcast as 
often as we can. But you know what? We want 
to give you more. Go check out the first in our 
(hopefully) tong line of custom papercraft! 
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adden NFL 12 


While the NFL lockout continues to cause some 
friction, virtual football is moving ahead! 


CAA Football 12 


With Mark Ingram on the cover, ‘Bama fans 
everywhere are ready to "roll tide.” 


etal Gear Solid: Rising 
Raiden went from forgettable waif to cyborg 
ninja. But how many boxes can he hide in? 


Journey 
Exploring massive sandy landscapes and 
mysterious civilizations is no easy task. 


) Inversion 
Employ every tool when saving your family 
members from an alien invasion. Even gravity. 


omb Raider 
She's been in several games and a couple 
movies, but now it's time to learn Lara's 
backstory 


he Elder Scrolls V: 
Skyrim 
Oblivion will be a tough act to follow, but 
Skyrim is pulling out all the stops. 


3 Resistance 3 
Earth has fallen to the Chimera, and you're in 
a desperate fight for survival! 


Call of Juarez: The Cartel 
The Cartel seeks to provide a modern makeover 
to the Wild West shooter. How's that work? 


3 Aliens: Colonial Marines 


Ridley was right: These things just won't die! 
Best to apply more bullets to the problem. 
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STAFF 
Who's in charge of this 
crazy thing, anyway? 


NEWS 

WonderCon recently 
happened here in San 
Francisco. Luckily, we 
were on hand to cover 
all the madness! 


CALENDAR 
Release dates? Well 
yes, actually, we do 
need them. 


iPAD GAMES 
You've got an iPad. 
We've got gaming 
expertise on tap. 


Put on your detective hat and 
prepare to root out some lies! 


LEGO has conquered Star Wars and 
Harry Potter. But pirates? Not yet! 


With the addition of gymkhana, 
DiRT 3 gives a worthy performance. 


Paint your face and get ready for 
combat! You're in charge, private. 


The world is being torn asunder! 
Clearly, you should drive through it. 


All-terrain racing is expensive, 
Why not just play the videogame? 


Darius Mason attempts to follow in 
Alec's footsteps, but does he? 


The god of thunder puts forth a 
solid effort, but not much else, 


Peaceful aliens? No. We want aliens 
engaging in gladiatorial combat! 


Take down the world's best virtual 
players! (Or don't. See if we care.) 


Country Dance, Papaton 3, Dream 
Trigger, and many more! — 


MEET THE 


эз 


EDITORIAL 


EDITORIAL DIRECTOR Simon Cox 


FF 


Andy Eddy Executive Editor 
Unfortunately, he's been feeling a little 
under the weather this month, but Andy has 
powered through and even made a 
triumphant return to the podcast! 


Steve Klett Editor-at-Large 

Putting his tech hat on once again, Steve is 
obsessed with projector gaming. So much 
so that he scored an awesome setup that he 
reviews in our Gear section. 


Andy "Steak" Salisbury Associate Editor 
We've taken to sending Steak out of the office as 
much as we can. It's not that we don't like having 
him around—actually, yeah, that's it. We don't like 
having him around. 


Jenny Esdaile Art Director 

After leading a successful photo shoot on 
the sunny streets of San Francisco, Jenny is 
planning on having more off-site shoots. You 
know..for the good of the magazine! 


Jillian Pierce Designer 

She's been designing like a madwoman, and 
that's left her copy of Portal 2 woefully 
neglected. Don't worry, GLaDOS, Jillian 
hasn't forgotten about you! 


ADVERTISING SALES 


ADVERTISING DIRECTOR. 


Leiter 
rom те 


БЕ 


WELCOME TO 


ired of having to travel the globe 

each month to bring you all the 

news in the world of gaming (I 
know, it's a tough life), we decided to 
stay firmly planted in our seats this go 
around. Of course, that doesn't mean 
that we didn't get some good info. 
Microsoft and Epic sent us a bunch of 
codes to participate in the Gears of War 3 
multiplayer beta, and after giving away 
aton of codes via our Twitter page 
(nudge, nudge, wink, wink), Andy Eddy, 
a couple of our intrepid writers—Mitch 
Dyer and Matt Cabral—and I decided to 
jump into the fray, then have sort of a 
roundtable discussion about our early 
impressions of the game. 

We broke the feature down into 
several categories: gameplay 
modes, weapons, and maps. Then 
each of us tackled a different cat- 
egory. Turn to page 40 to check out 
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this awesome feature. 

It goes without saying that this 
was an interesting experience. After 
spending months playing Black 
Ops—and getting routinely owned all 
of the time— Gears 3 was a refreshing 
experience. 


William O'Neal 
Editor-in-Chief 


QR CODES AND HOW THEY WORK 
Throughout the magazine you'll notice QR 
codes for some of the games. Simply install a 
QR reader for your smartphone (or install the 
Best Buy app for iPhone or Android), aim it 
at the QR code, and you'll be taken to a trailer 
for the game you just 1 

scanned. 
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Fable Ill support may be pokey, but the folks at Lionhead аге on the case! 


I looked online and saw other 
people had this issue, too. | tried to 
salvage my previous saved game, 
but it was too late, and the game 
had autosaved. I'm upset because 
| paid S80 for a collector's edition 
of their game, and I've emailed 
them and didn't even get so much 
as a "sorry." So, | bought their 
software, and there's no support? 
I don't know what | expected, but I 
feel that developers are more okay 
with putting out defective prod- 
ucts, and then refusing to support 
them because they just don't have 


1 have a question about the 
state of customer service for 
game developers. | have a serious 
issue with Lionhead Studios right 
now. played through Fable Illa 
few times in an attempt to unlock 
all of the achievements. The "We 
Need Guns, Lots of Guns" achieve- 
ment requires that you get all of 
the legendary weapons, which 
means online trading or several 
playthroughs. | ended up hitting 
a nasty glitch that deleted all of 
my weapons and clothes from the 
file on which I was hoarding them. 


Get тоге at GGAMER 
TWEETER: WIL O'NEAL TWITTER: 


in L.A. Noire. 


TWEETER: LIZZIE CUEVAS THITTER: @LIZZIECUEVAS 


TWEETER: MITCH DYER TWITTER: OMITCHYD 
=> Sony launches SOCOM 4, one of their biggest multiplayer 
titles of the year, and kills PSN 24 hours later. Sigh. 


atgamerpodcast.com 
[Tune in for the latest information about the games industry from the front lines.] 


[Note: Letters may be edited for size and clarity. ] 


TWEETER: ANDY SALISBURY TWITTER: @ASALISBURY 
= Wheatley is the videogame character of the year. It'll be 
difficult to find a character with more personality, likely even 


to. All| know is I'm never buying 
a Lionhead game new ever again. 
Am | expecting too much? 


—Joseph M. via email 


ED: You know, Joe (is it all right 
if we call you Joe? Okay, good..), 


customer service is a tricky game. 


There could be several causes for 
the issue, and the folks at Lion- 


head are likely working 'round the 


clock to figure it out. Rest assured 
that a well-respected studio like 
Lionhead isn't going to just take 


your money and run, What's more 


likely is that they're still not sure 
what the exact cause for the bug 
is, and they want to be absolutely 
sure they've got it locked down 
before they make any public 
announcements. Just remember: 
Address them with understand- 


ing, and they'll reciprocate. Posting 


your story on the Xbox.com fo- 
rums might also bring some help. 


I'm enjoying the podcast! It 
helps with the long, boring day in 
front of a computer screen. 


—Jody 0. via email 
ED: Thanks Jody! We're happy that 
you can find some value in our in- 


coherent jabbering. (You remem- 
bered to subscribe to it, right?) 


I've been subscribing to the 


magazine since the beginning (nice 


job on it, by the way) and | was 
wondering if you guys would ever 
organize an @GAMER Black Ops 
game night or anything like that? | 
would love to game with you guys! 


—Terry B. via email 


ED: That's an excellent idea, Terry! 
We'll get Andy S. planning it out 
straight away. Follow our Face- 
book and Twitter pages, and we'll 
be sure to dish all of the details 
there when it's set up. 


Dear @GAMER Magazine, 
Will you go out with me? 
[]Yes 
[]No 


—Jeff C. (@CazzPhoenix) via email 


ED: [x] Yes! (But you're driving.) 


USTOMER 


REVIEWS 
& RATINGS 


What are you playing 
now? Do you like it? 

Do you hate it? Let 

the other @GAMER 
readers know what you 
think—send in a short 
50—100- word review to 
reviews@atgamermaga- 
zine.com, and we'll 
repost some of them here 
each issue. 


feviews@stgamermagazine.com 


SUPERBROTHERS: 
SWORD & SWORCERY EP 
Superbrothers: Sword & 
Sworcery EP for the iPad 
mixes quirky humor, stirring 
music, and oddly gorgeous 
pixel graphics in a wonderfully 
cinematic point-and-click 
adventure full of puzzles that 
may make you nostalgic for 
1991's PC game, Out of this 
World. If you're still looking for 


that killer app that will con- 
vince you of the iPad's gaming 
prowess, this is the one. 
Score: 4.75/5 
—Derek (@Agent3012) 
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The cat's been let out of the bag | F С © ОЭ 
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" e've been hearing offhand comments about a "Wii HD" [| mmt 
since 2008, but after recent rumors had the Internet 
buzzing, Nintendo finally just came out with it. Yep, we'll be 2 
seeing а new Nintendo console. Yes, it will be playable at ES. Indeed, J 
it's coming in 2012. Uh, but what'll it look like..and what kind of ** 
controller will it use? \ 
What's interesting about the announcement is that the new 
hardware is described as a successor to the Wii. That's just vague 
enough that we don't yet know if it'll be along the lines of a hardware 
update—think DS Lite—or if this is the first step into the next 
generation. Speculation surrounding the official announcement went 
all over the place. It'll have enough graphical power to eclipse the 
current-gen competition! It'll have almost as much graphical power 
as its current-gen competition! Touch screens on the controllers, 
dual analog sticks, enables time-travel! Er, something to that 
effect, anyway. 
Until we get to see, touch, rub, and/or caress the follow-up 


Speculation surrounding Ihe 


official announcement went 
all over the place 


2 à у ais 4 4 
to one of the most influential game consoles to date, it's truly Nintendo's Wii was instrumental in 


anybody's guess as to what it'll be. The most likely scenario here is steering the gaming industry in an 
that The Legend of Zelda: Skyward Sword, a game many expected to unexpected direction. The Wii Remote 
be the Wii's swan song, will skip ahead to the new console. Despite is undoubtedly resp onsible for the 

its roaring success, the Wii hasn't had a lot of truly iconic exclusives. existence of PlayStation Move and 


Wouldn't it make sense to launch something as potentially incredible 
as anew 3D Zelda title alongside a newer console, too? 


Kinect. If the supposed "Project Café" 


1 i 
Here's to hoping it's more 3DS than Super NES—a backward (seen above) 15 the real deal, it'll have 
compatible hardware upgrade is just the boost Nintendo needed, and to work hard to live up to its 
we aren't ready to leave this generation just yet. Heck, combine these "Innovation reinvented" tagline. 


ideas: "Super Wii" sounds pretty sweet. 
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START YOUR ^ 


acing games are fun 
^ and all, but few of us 
sever get to experience what 


it's really like to go upwards of 180 mph with 


42 other racers jockeying for the title of Sprint 
Cup champion. Fortunately, we got a chance to 
talk to AJ "The Dinger" Allmendinger about real 
racing and NASCAR The Game 2011. He drives 
the #43 Best Buy Ford Fusion for Richard Petty 
Motorsports and...well, gets to live the life we all 


wish we could live. 


Q. We love racing games. That said, 
they're stressful in a way that other 
games aren't. For instance, all it 
takes is one lapse in judgment and 
the day is done. Because of this, we 
rarely breathe during races. Is this 
what real racing is like? If so, how 
do you learn to clear your head, and 
relax during a race? 

A. Yeah, hat is how real racing is, 
especially in NASCAR. The races 
are so long and one minor mistake 
can take a great day and ruin it in 

a heartbeat. You just have to learn 
to pace yourself during a race. Try 
to never get too excited. Stay calm 
and patient. With that said, it's very 
hard to do when there are 42 other 
drivers on the track trying to make 
you mad. 


Q. We really love the proximity radar 


in NASCAR 2011 The Game. The 
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thing is, it's often difficult to check 
it and still keep an eye on the road. 
Do you have any advice for would- 
be digital racers? 

A. No real advice. It is something 
you just have to learn and feel. In 
real racing you don't have the luxury 
of something to help you [know] how 
close you are to someone else. You 
have your spotter, your vision, and 
feel. You just have to trust all of it. 


Q. We recently spoke with Jimmy 
Johnson and he said that racing 
games help him acclimate more 
quickly to new tracks. Have you also 
found this to be true? 

A. Yes, this is very true. | also 
taught myself through racing games 
what different setup things did to 
the car. It was something | really 
had to learn when | switched from 
open wheel racing into NASCAR. 


Thal’s all | play.’ 


"| ove all 
sporting games. 


? 


Q. While playing NASCAR 2011 The 
Game, we'll be doing really well only 
to have a guy come up on the inside, 
bump us, and ruin what up until 
then had been a great outing. How 
do you not hate other drivers when 
things like this happen? 

A. You do hate them. That's a part 
of racing. They are trying to steal 
your fame, your job, and your pay- 
check. It's not your job to like your 
competitors. 


Q. Bump drafting seems to play a 
bigger part in NASCAR than it ever 
did before. How do you and the 
other racers feel about this. 
change? 

А. Bump drafting is tough and not 
the most fun thing on the planet. 
Very nerve racking, but it's part of 
the sport now and you just have to 
learn to deal with it. 


— 


tinge ts tee 
Мела c 


265 


Q. For obvious reasons you dig 
racing games. What other types of 
games are you into? Do you play 
much else? 

A. | love all sporting games. That's 
all I play. Madden and college foot- 
ball especially. 
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Videogames invade the wonderful world of comics • Words: Chuck Osborn 


very April in San Francisco, 

comic book fans eagerly attend 

WonderCon, one of the country's 
biggest conventions devoted to comics. 
Now in its 25^ year, WonderCon— like 
its big brother, the San Diego Comic- 
Con—is a growing avenue for videogame 
publishers to show off their newest titles. 
Whether exhibited on the show floor or 
featured in panels and seminars, games 


mes vi 


ha Cli 


ED. 
WIE 


(especially ones about superheroes) 
vied for attention with action figures and 
mothballed sci-fi celebrities. 

This year, games based on a 
triumvirate of summer superhero 
movies— Green Lantern, Thor, and 
Captain America: The First Avenger— 
received the most attention. All three 
games were playable on the show floor, 
allowing players a chance to wield the 
might of Thor's godly hammer or Green 
Lantern's power ring. (Be sure to check 
out our review of Thor on page 77 to see 
how godly it really is!) 
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Heke 


figures 


v Break glass in case of a Green 
Lantern fanboy emergency! 


Not to be outdone, Capcom was on 
hand with its Marvel-ous fighter, Marvel 
vs. Capcom 3: Fate of Two Worlds. A 
continuous stream of gamers packed 
the booth, waiting for a turn to play the 
game as well as Super Street Fighter IV: 
3D Edition for 3DS. Those wanting more 
3DS excitement didn't have far to walk: 
Nintendo's nearby booth allowed anyone to 
try out some of the system's current slate 


А The 305 brought all the boys (and ladies) to Nintendo's yard. 


«o э 


WonderCon WonderCon 


of games, as well as upcoming titles like 
The Legend of Zelda: Ocarina of Time 3D. 

Away from the show floor, panels 
such as "Nerds! The Secret Origins 
of Game Designers," "The MMORPG 
Industry," and "How to Get a Job in 
the Video Game Industry" introduced 
audiences to the inner workings of the 
videogame business and what it takes to 
make a successful game. 

So, just remember: Attending a comic 
book convention isn't just a chance to 
bump biceps with Lou Ferrigno, it's an 
investment in your future! 


EG 


Молас 


€» . 
"ondertggn. > 


А Experts chatted massively multiplayer gaming to a packed audience. 
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m Game Release Date ® The @GAMER Podcast à This day in videogame history.. 


Sunday 


05 


У 1978 - Taito 
introduces Space 
Invaders in Japan 


34 2008 - Funcom 
announces Age of 
Conan shipped more 
than one million 
copies 


Wednesday 


Thursday 


07 


* GREEN LANTERN 
= OPERATION 
FLASHPOINT: 
RED RIVER 
* RED FACTION: 
ARMAGEDDON 
* SUPREMACY MMA 
2 INFAMOUS 2 


01 


3 1991 - At CES іп 
Chicago, IL, Nintendo 
announces the SNES 

м 2005 - Battlefield 2 
goes gold 


08 


12 


м 2000 - Deus Ex 
goes gold 


М 2003 - Warcraft Ill: 
Reign of Chaos 
goes gold 


14 
в ALICE: 
MADNESS RETURNS 
a CHILD OF EDEN 
* DUKE NUKEM 
FOREVER 


FLAG DAY 


э" THE @GAMER 
PODCAST, 
EPISODE 20 


17 


19 


= LEGEND OF 
ZELDA: OCARINA 
OF TIME 3D 


FATHER'S DAY 


20 


21 


* DUNGEON SIEGE lil 

"EEAR.3 

* GODS & HEROES: 
ROME RISING 

™ SHADOWS OF THE 
DAMNED 

* UFC PERSONAL 
TRAINER 


SUMMER BEGINS 


301996 - Quake released 


У 1996 -in Japan, 
Nintendo ships the 
Nintendo 64 


24 


25 


26 


27 


У 2001 - Anarchy 
Online is released 


28 


* RESIDENT EVIL: THE 
MERCENARIES 

и SNIPER: GHOST 
WARRIOR [P3] 

* SUPER STREET 
FIGHTER IV: 
ARCADE EDITION 


29 


30 


ALL GAME NAMES ARE RELEASE DATES. LISTINGS SUBJECT TO CHANGE WITHOUT NOTICE, FOR MORE INFO, GO TO BESTBUY.COM 


TO SUBSCRIBE TO THE @GAMER PODCAST, GO TO ATGAMERPODCAST.COM 
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(CD) IPAD GAMES 


Fealured 


Game: 


TRUTH IN TITLES 

Real Racing 2 HD delivers exactly 
what its title says, setting new 
standards for iPhone driving 
games along the way. 


REAL RACING 2 HD 


$9.99 
Firemint, firemint.com 


iremint's Real Racing has been burning up the iPad track 
Е launch day, and Real Racing 2 HD is tuned to the 
iPad 2's 9x-better graphics performance and precision gyro- 
scope controls in a way that just might leave you with whip- 
lash. (If you have an original iPad, don't worry, it scales back a 
bit but still looks amazing.) The realistic 3D graphics will make 
you feel like you're holding a PS3 game in your sweaty hands. 
Plus, you can play 16-player multiplayer online, upload your 
brag videos to YouTube, and sync your saved games between 
this and the $6.99 iPhone version of Real Racing 2. Unbeliev- 


97219) 
o9 ыд D 


9) 
[CT 


NEW BUST-A-MOVE ^ 
HD 


$4.99 
Taito, tap.taito.com/en 


Bust-a-Move costs $30 on the 
new Nintendo 3DS...or you can 

buy this and four other games. 
The new Jump Shot mode adds 

a fun twist to the classic bubble- 
bursting gameplay, and you can 
also blow up the bomb bubbles 
and stash bubbles in the hold box 
for an extra slice of strategy. | saw 
tons of complaints about crashes, 
but if you restart your iPad (hold 
down Home and Sleep until you 
see the Apple logo) after installing, 
it plays just fine. 


10| Issue 10 \\ June 2011 


Jen-ga! Јеп-ва! 


JENGA HD 


$0.99 
Natural Motion, 
naturalmotiongames.com 


The iPad version of Jenga 
eliminates the most annoying 
parts of the actual game: setting 
up the tower, and picking up all 
the pieces when it falls. Oh, and 
putting them back in the box. 
(We're lazy; sue us.) Plus it's a 
great showcase for the iPad 2's 
gyroscope controls, and still 
plays smoothly if you have an 
iPad 1. Pass-n-Play mode lets 
four people battle on one iPad, 
and Arcade mode gives bonuses 
for speed. Jen-ga! Jen-ga! 


able, but achievable. You must play it. 


30 licensed cars and 15 locations—all gorgeous. 


Prettiest pixels on iPad, no contest. 


SUPERBRÜTHERS: 
SWORD & SWORCERY EP 


$4.99 
Capybara Games, 
swordandsworcery.com 


If you're on Twitter, you may 

have already heard of this 

quirky adventure, which actually 
encourages you to tweet from 
within the game. (It's thankfully 
totally optional.) Its indie, hipster 
sheen, with Jim Guthrie-composed 
music (soon out on vinyl), can be a 
little annoying if you prefer to know 
what the heck is going on with your 
games, but this one is weird enough 
that you'll want to try it just for the 
uniqueness of the experience. 


Navy Seals: better as a table than a movie. 
M "CRY > 


WAR PINBALL HD 


$2.99 
Gameprom, gameprom.com 


iPad pinball games won't cost 
you many quarters and are alot 
harder to tilt. This one has three 
tables based on classically 
awesome war movies: Platoon, 
Navy Seals, and Missing 

in Action, with snippets of 
dialogue thrown in to keep you 
grinning (or perhaps keep your 
eyes rolling—in a good way). 
The physics are spot on, and 
you can have the camera follow 
your ball or stay put in a wider 
view of the whole table. 
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M Onlne dating sites not working out? Two words: panda cannons. 


LAND-A PANDA HD 
$199 

Big Pixel Studios, 
landapanda.com 


So when a boy panda likes a girl panda a whole lot, he wants to hang 
out on her platform with her and make little..hearts go up in the air. 
(What did you think? This game is rated 4+, you know.) To get him 
there, you shoot him out of cannons in brightly colored 2D worlds 
where Yoshi might feel at home, if Yoshi were a lovestruck panda bear. 
Ah, the things we do for love. 


TIGER WOODS PGA TOUR 12 FOR IPAD 


$9.99 
EA Sport, ea.com/ipad 


Tiger Woods does not screw around—on the golf course! (Hi-yooo.) And 


neither did EA Sports when bringing this world-class golf franchise to the 


iPad for the first time. The graphics are top-notch, you can play alone or 
head-to-head over Wi-Fi and Bluetooth, and the iPad-optimized swing 
meter is easy to pick up, even for newbies. The cool Closest to the Pin 
feature even compares your best shots to your Facebook friends’. 
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Big Screen, Little Screen 


MASTERS OF 
THE UNIVERSE 


IF you have an iPhone or iPod touch along with your iPad, 
watch for little plus signs next to the prices in the App Store. 
They signify Universal apps, which come with a native 
version for each, for one price. Twofers! 


[o] SOCIAL SUDOKU ($1.99, socialpuzzter.com) 

This is a sudoku lover's dream app. It's got six types of single- 
player sudoku, plus you can play head-to-head live against a friend 
over Game Center. 


E3 coLusioN erect ($0.99, chillingo.com) 

This is a fun little puzzle game that has you sending like-colored orbs 
toward each other while avoiding other-colored orbs. The action 
mode cranks up the pressure, while puzzle mode is more chill. 


[os] SPEEDY BIKER (50.99, piratemonkeystudios.com) 
Feeling nostalgic for Excitebike? This has accelerometer controls, 
head-to-head over Bluetooth, and deliciously mid-'80s graphics. 
And it's far cheaper than any Nintendo cartridge I've ever bought. 


[оа] LUXOR HD ($2.99, mumbojumbo.com) 

You say Zuma, | say Luxor. Well, we're both right. This iteration has 
adventure and survival modes, three difficulty levels, and a cheesy 
Egyptian theme, just like its namesake Vegas hotel and casino. 


EB KUBRIK (50.99, qwrkiicom) 

Get the little brick-shaped robot into his wee garage by using magnets, 
wheels, springs, and parachutes. The wacky 3D graphics look like a 
deliciously demented children's book, in the best way possible. 


[св] ASCENDANCY ($4.99, logicfactory.com) 

Expect sci-fi strategy at its finest, with 21 alien species battling for 
supremacy of the universe. It's got a sophisticated look and crazy 
replayability on whichever handheld you prefer. 


HERMAN THE HERMIT (51.99, capcommobile.com). 
Crazy hermit ninja dude Herman likes to leap before he looks, as 
you slice him through the air (aiming for the jetpack power-up, 
always) in this endless side-scrolling game. 


[oo] AMONSTER ATE MY HOMEWORK (50.99, geekbeach.com) 
This rad 3D physics puzzler has 85 levels, so you're only paying 
116 cents for each. And each and every one is fun and addicting. 
Think Jenga meets Angry Birds, only better. 


[os] ROBOSOCKETS: LINK ME UP (50.99, robosockets.com) 
It's sort of like Tetris, if the bricks were robots. And sort of like 
match-three, if you had to match five..robots. Come on, you know 
you like robots. 


mn FROG MINUTES (50.99, grasshopper.co.ip) 

This weirdly soothing frog-centric “experience” has you hopping 
around eating bugs..and more bugs. Plus, all proceeds go to the 
Japanese Red Cross, which is awesome. 
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* Words: William O'Neal 


MADDEN 


At least there's no lockout in virtual football 


mn Issue 10 June 


his is shaping up to be an interesting year for the 

Madden franchise and football as a whole. With the 

NFL lockout in full swing the likelihood of an actual 
football season grows slimmer with each passing day. If 
that wasn't enough, the folks at EA Sports left choosing 
the cover player up to the fans with a bracketed competi- 
tion of 32 players that resulted in the probably regrettable 
choice between the relatively little-known Peyton Hillis, 
arunning back for the Cleveland Browns, and the always- 
controversial Michael Vick. Just as we were going to press 
the winner was announced: Peyton Hillis beat out Vick to 
grace the cover. EA dodged one bullet. 

While the developers seemed alittle..meh...about the 
possibility of Michael Vick gracing the cover, they were 
more positive about the lockout. Simply put, if there is 
a football season, then they will have dodged a serious 
bullet. Conversely, if there is no football season, then 
Madden NFL 12 may be a football fan's only pigskin outlet 
for the 2011—2012 season. Either way, EA Sports has а 
game to put out and isn't letting either of these possibili- 
ties get in the way. 

The great thing about the Madden franchise is that 
they don't have to come up with a new story with each 
"sequel." Rather, the developers have the distinct 


+ Cover athlete Peyton Hillis 
doing what he does best. 


advantage of simply building on the previous year's game. 
And since last year was a great year for Madden, devel- 

opers were free to address some of the niggling gameplay 
issues that the community has been yearning to see fixed. 

The biggest upgrade is to the game's collision detec- 
tion system. In previous years, when two players were 
about to collide, the game had to choose a point to 
commit to the collision before initiating the tackle anima- 
tion. The problem was that that choice was made before 
the players ever touched, so there was a sort of slide that 
occurred where the player was no longer in control. This 
meant that jukes had to be timed prior to the players ever 
making contact. Now the game doesn't choose to begin 
the animation until after contact is made. 

Another major request involved play calling. With last 
year's introduction of Gameflow, games took less time 
to complete. Even with Gameflow, however, most players 
only ran the same few plays. Now you can more easily 
tweak your playbooks and rearrange your plays to 
your liking. 

This has been a rough spring for football fans that 
have had to sit through an argument that is essentially 
between billionaires and millionaires. Regardless of what 
happens, at least we'll have Madden to look forward to. © 
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You'll come to 
welcome a greater 
amount of control 
on defense. 


www.stgamermagazine.com 


REALISTIC COLLISIONS 
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D-FENCE! 


А major update to the Madden fran- 
chise is in defense. In previous years 
running an effective zone defense 
was often hit or miss, with players 
not necessarily behaving the way 
they do in the real game. How this 
played out is that often zone defenses 
were particularly vulnerable since 
there were gaping holes in the cov- 
erage. In 2012, however, defenses will 
more realistically hand players off to 
the next defender's zone. Good luck 
with those slants across the middle. 


+ Time of day and weather 
s will impact pl 


* Players on both sides will feel 
more attached to the action. 


EA Sports went to great lengths to make Madden look 
and feel like a televised broadcast. To that end it used 
mobile cameras to record video footage from the per- 
spective of a player in the thick of it. Who knows? Maybe 
you'll even get to bowl over a hapless cameraman. 
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+ Losing defenders will now be 
more fun than ever. 


MADDEN NFL 12 


Swiss 


Publisher: EA 
Developer: EA Tiburon 
Platforms: PS3, Xbox 360, Wii 


Up to six players 


Sports 


August 30, 2011 With the new collision system, multiple players can be involved in 
a tackle. In previous years, once a tackle was initiated, any sub- 
You know who you are sequent player just bounced off the two engaged players. Now, 
the third player will alter the tackle animation. Of course, this also 
means that you'll be able to leave two players holding your jock. 


Preorder from Best Buy, 0 
and get the All Speed and | 


mene | THE TACKLE BUTTON VIEW FROM ABOVE 


je Goodyear Blimp isn te 


teas « 


WANT MORE? 
SCAN THIS! 


Scan the QR code below to 
watch the official trailer for 
Madden NFL 12. 


[m] [n] 


Stadiums look awesome thanks to new graphics and lighting 
techniques. 


ir. miu dms 
WHAT’S GREAT: ” at." = 


© More realistic collisions 
© Improved graphics and lighting 


ME B Ww gv Сат 


WHAT’S NOT SO GREAT: \ 
3€ A possible NFL lockout has 1 
fans bummed about football in | Ў d N 4 N 


general 


QBs' helmets now sport the green dot. Getting signals from 
the sidelines sure helped Hasselbeck last year. 
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Who needs the pro game when 
you have the NCAA? 


NCAA 


FOOTBALL 12. 


All about the pageantry * War 


here are many football fans for whom the 

college game is the purer sport, the thought 

being that the lack of immediate financial in- 
centive (in theory), pure love for the game (in theory), 
and love for a school (also in theory) gives players 
and fans something more innocent to root for. NCAA 
Football 12 is aimed squarely at that audience. 

While college football, aside from a few differ- 
ences, is a lot like the pro game, NCAA Football 12 is 
technically identical to Madden NFL 12. Like its big- 
ger brother, NCAA Football 12 benefits from anew 
collision system that makes the game feel much 
more realistic. Gone are the days of those ridiculous 
slide tackles, which essentially made the game 
decide on a course of action before the offensive 
and defensive players ever made contact. Now, the 
game waits for the players to make contact before 
choosing the appropriate animation. 

NCAA Football 12 also benefits from the same 
graphical upgrades that you'll see in Madden: 
3D grass, QB helmets with the requisite green dot, 
more authentic shoe licenses, uniforms that de- 
grade more accurately, and dramatically improved 
lighting effects. 

While that's all well and good, the real appeal 
to NCAA football in generalis the pageantry, and 
the folks at EA went hog wild this year. Mascots, 
unique team cheers, and an even greater choice in 
uniforms give die-hard fans even more to get ex- 
cited about. Oregon Ducks fans will love all of those 
ridiculous uniforms. 

While for some NCAA Football 12 may seem like 
"Madden Lite," hardcore college fans have some- 
thing to look forward to this July. ®© 
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MORE TELE BAMSELAT- 


rh thing is, it's no a bullet point. Because tl 


lisions are more accurate, the players hav 


dividual control. Now, you can accurat 


Collisions are now more 
characters sliding into posi 


Pre-game rituals will now include all of the mascots and 
pageantry the fans love. 


PSS XBOX360 


NCAA FOOTBALL 12 


INFO 

Publisher: EA Sports 
Developer: EA Tiburon 
Platforms: PS3, Xbox 360 
MULTIPLAYER/ONLINE 
Up to four players 

GENRE 

Sports 

RELEASE DATE 

July 12, 2011 

SUITABLE FOR 

College football fanatics who 
still rock their team colors 


Exclusive 
Preorder from Best Buy 
and get exclusive access to 
Five Star Quarterbacks. 


NOT OUT YET? 
PLAY THIS! 


If you're 
afan of 
college 
sports 
check out 
NCAA Basketball 10. 
Nothing like playing 
as Blake Gri 
he became a human 
highlight reel. 


WHAT’S GREAT: 

® The physics of the game promise 
to be more realistic 

® Lighting effects should be 
dramatically improved 


ИНАТ“ NOT SO GREAT: 

% 105 basically Madden NFL 

Ж If your team isn’t Division I 
(like my beloved UCSB) you're 
out of luck 
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(©) Previews 


Ginsu knives and Technicolor dreams • Words: Evan Shamoon 


{ è 


A At TGS 2010 Sony announced that 
the PlayStation 3 version of Metal 
Gear Solid: Rising will be in 3D. 
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or the second time in his virtual life, 

Metal Gear Solid 2: Sons of Liberty pro- 

tagonist (and MGS4 ninja-in-residence) 
Raiden takes center stage in the latest from 
Kojima Productions. Unlike previous titles in 
the franchise, Rising will be an action game, 
full of fast-paced sword fighting; there will be 
stealth, but it will be of a speedier variety than 
the more methodical, tactical sort found in 
prior MGS games. "Lightning bolt action" is the 
game's current catchphrase, and you should 
expect much more aggressive action than in 
MGS games past. 

Perhaps {һе real protagonist here, how- 
ever, is Raiden’s high-frequency blade. The 
Е и involves cutting through 
enemies' bodies and retrieving parts from 
their dismembered, cyborg corpses (think: 
health, parts, ammo, items, and important 
information). Thanks to some pioneering 
technology, you'll be able to cut through 
objects from any angle: You can rotate and 
move a special targeting reticule, tracing lines 
across the surfaces of objects so as to indicate 
exactly where they'll be cut. A slow-motion 
option will also let you slash with greater 
precision and slice through objects multiple 
times before they hit the ground, as in old 
kung fu movies. Huge mecha, cars, watermel- 
ons, and wooden doors will all be slice-and- 
diceable (virtually any object in the game can 
be cut, in fact). 

None of which is to say that the game won't 
be strategic. You may, for example, use your 
blade to sever support columns to cause ceil- 
ings and walls to topple down upon enemies, 
disable an enemy by finding weak spots in 
its armor, deflect enemy fire, or even slice 
through an enemy's cover objects. In addition 
to his blade, Raiden will also have sub weap- 


ons; the only one that has been shown thus far 
is a small dagger. 

Rising's stealth strongly emphasizes its 
protagonist Raiden's tremendous speed and 
agility. As opposed to the "waiting stealth" of 
previous titles (whereby you were encouraged 
to remain hidden and avoid direct com- 
bat), Rising's stealth is considerably more 
active. In fact, the team is calling it "hunting 
stealth": You'll stalk your enemies quickly and 
aggressively, employing acrobatics to stay 
hidden. 

Rising is not a Hideo Kojima-lead project, 
instead being driven by a separate team at 
Kojima Productions. Kojima himself is cer- 
tainly involved, but to what degree remains 
unclear. Kojima calls the fresh development 
team “a new generation," and producer 
Shigenobu Matsuyama states that one of his 
goals for Rising is to place more emphasis on 
gameplay and present a clearer, more minimal 
story...with, believe it or not, shorter cut- 
scenes than in previous titles. He hopes to cre- 
ate а game that's welcoming for newcomers 
to the series, leading me to believe that Rising 
will feature a more self-contained storyline 
that will not intersect with that of MGS4. Allin 
all, seeing the franchise in new hands and with 
anew direction sounds rather refreshing— 
particularly the part about the cut-scenes. 
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+ Feel like cutting a truck in 
half? Cut a truck in half! 


PSB XBOX360 PC You've earned it. 


METAL GEAR SOLID: 
RISING 


INFO 

Publisher:Konami 

Developer: Kojima Productions 
Platforms: PS3, Xbox 360, PC 


MULTIPLAYER/ONLINE 
TBA 

GENRE EFT A» 
Action-adventure 


RELEASE DATE 
TBA 


5 IIVL30 3IAVO 


* In Japanese, the game is called "zandatsu" 
(translation: "cut and take"), which refers to 
the "cutting" of enemies and "taking" of parts 
from their dismembered cyborg bodies. 


SUITABLE FOR 


Swashbucklers, Metal Gear 
fans, Raiden apologists 


NOT OUT YET? 
PLAY THIS! 


-3 Clancy's ! 4 j UN "ec 
Ri Splinter Cell: сет ` | 
* Conviction 
f is another 
stealthy title that In interviews, the game's director Mineshi Kimura has stated 
received a substantial that Rising will continue the series' tradition of allowing players to make 
gameplay makeover, their way through the game without killing a single enemy. There are 


which redefines how never rewards for killing, and you'll never be forced to do so. 
it's played. 


ГЕ 
IE 
- = 1 B 
у Р г АД LE 
WHAT’S GREAT: - 4 d 
Ф Looks to be quite a bit faster, $7 JE | | Е 
and a nice change of pace for the | $ H 4 ~ 
series — = 
® Slicing an object at any angle Ta - 
m quem = 


and having it react realistically 
looks very impressive... 


WHAT’S NOT SO GREAT: 

% ..we just hope it's not limited to 
certain objects and areas of the 
designers’ choosing 


S 
y 
$ 
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Үои may finish with grit in every 
orifice, but it'll be worth the trip. 


A rich tapestry of sand, ribbons, and groundbreaking (really) gameplay • Words: Alex Porter 


rom the creators of Flower and flOw comes a 

game that has absolutely nothing to do with 

arena rock ballads or karaoke. This Journey, 
like thatgamecompany's previous titles, turns 
gaming conventions upside down with mysterious, 
atmospheric, and exploration-driven play. The game 
follows the adventures of a hooded figure with 


glowing eyes. Using stripped-down, intuitive controls 


and по words, onscreen menus, or commands, your 
missionis to negotiate a massive expanse of desert 
to reach a light beam high atop a distant mountain. 
Players familiar with Shadow of the Colossus and Ico 
will feel at home in a lonely and massive landscape 
sprinkled with clever puzzles. 

Your character traverses the environment by 
gliding, floating, and "surfing" across the dunes. 
Though you don't talk (voice communication is 
disabled), you'll collaborate in multiplayer mode via 
symbols you draw in the sand, actions, and "song." 
Dwarfed by the massive environment, players 
will share a sense of awe and can choose to stay 
together or drift apart. Bits of ribbon and cloth— 
including your robe—have dynamic, transformative 


5 


TT 


In multiplayer, avatars are distinguished by different 
symbols on their chests. 
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properties that will advance the mission and story 
by endowing your character with powers such as 
the ability to ride air currents. Of course, you can 
also share these resources with other players. 


The dearth of details about the story and game- 


play only add to Journey's mystique. Clearly, this 

is agame meant to be experienced, not "beaten." 
And if developer thatgamecompany succeeds in its 
mission, you should walk away from a completed 


journey feeling like an intergalactic pioneer who just 


explored a fantastic new planet. (8) 


A 


Mountainous landscapes will be part of the epic 
package, too. 


Journey in part owes its amazing 

look to the sand effects. Sand pours 
down like a waterfall at one point, and 
wind causes the stunning landscape 
to shift and ripple. The whole world 
seems to be alive and constantly 
moving. Sand even becomes a sort 

of means of communication, as you 
create symbols in the shifting grains. 


JOURNEY 


INFO 

Publisher: Sony Computer 
Entertainment America 
Developer: thatgamecompany 
Platforms: PS3 (Playstation 
Network) 


MULTIPLAYERZONLINE 
Single-player and online multiplayer 
(number of players TBA) 


GENRE 
Adventure 


RELEASE DATE 
TBD 


SUITABLE FOR 
Anyone sick of three-letter game 
genres 


WANT MORE? 
SCAN THIS! 


Scan the QR code with 
your smartphone to watch 
the official trailer for 
Journey. 


WHAT'S GREAT: 

 Single-player and multiplayer 

Totally unconventional 
gameplay 

© Huge, beautiful environments 


WHAT’S NOT SO GREAT: 

% If guns and guts float your 
boat, this game may not be for 
you 
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[Т v Not wanting to hurt his pretty face, 
Leo opts for the blindfire technique. 


Ui 


Gravity is more of a suggestion, rather 
than a law • Words: Andy Salisbury 


IESU hird-person cover-based shooters 
are a dime a dozen these days. A 

M depressing amount of them have you 
lunging from chest-high wall to chest- 
high wall in order to take down a slew of 
samey opponents, which leaves the genre 
in dire need of innovation as of late. That's 
where Inversion comes into play. By adding 
a gameplay mechanic as fundamental as 
gravity (which, mind you, is still technically 
a theory), Inversion is looking to splash a 
fresh coat of paint on a genre that finds 
itself aging rather quickly. 

Inversion puts you in the shoes of Davis 
Russel, a cop whose family has been taken 
rom him by an alien menace. Aided by his 
partner, Leo Delgado, he's doing everything 
in his power to make sure that he gets his А Gravity's orientation will often change, even during a 
wife and daughter back in one piece. He'll firefight. Watch the walls and ceiling for enemies! 
go about this by using not only good old- 
fashioned guns, but also his trusty Gravlink 
the device you see on his back). The Gravlink 
allows Davis to remove gravity from a small 
area for a short amount of time (good 
to disorient foes), or afflict the area with 
drastically increased gravity, crushing weaker 
oes under the weights of their own bodies. 

While the gravity hijinks are, without a 
doubt, the focal point of Inversion, don't 
overlook how the destructible environments 
can drastically change the flow of battle. In 
my time playing Inversion | was met with an 
ambush in the form of several enemies on 
arope bridge above me. Instead of looking 
for cover so that | could defeat them in a 
standard firefight, | lifted a nearby barrel with 
the Gravlink (another helpful feature), threw 
it at the bridge, and sent my enemies to an 
early grave. 

Inversion plays like a mix of Bulletstorm, 
Gears of War, Wolfenstien, and Red Faction: 
Guerrilla. And frankly, that looks like a good 
thing. Inversion promises to pack a co-op 
component into the main campaign, which 
will hopefully lead to a gravity-alteringly 
good time with your best combat colleague. 
Just remember—don't cross the streams! © 
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Runand Gun 
Inversion's 
gameplay is being 
built with frantic 
combat in mind. 


Cover Schmover! 
Foes hiding be- 
hind a wall? Send 
them sky high 
with the Gravlink! 


GAME DETAILS 


v Davis Russel (left) and Leo Delgado 
(right) are your leading men. 


"e. we : 
MAKESHIFT COVER 
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г-га XBOX360 


INVERSION 


Publisher: Namco Bandai 
Developer: Saber Interactive 


* Platforms: PlayStation 3, 


Xbox 360 


1-2 players co-op online 
and local, competitive game 
modes unannounced 


Third-person shooter 
February 7, 2012 


Phenomenon benders 


W Red 
| Faction: 
| Guerrilla 


I. may not 
ш " have the 
gravity mechanic, 


but it offers plenty of 
third-person world 
destruction to keep 
you busy! 


Ф Interesting use of gravity al- 
teration and destructible world 
Co-op gameplay! 


% Could end up being repetitive 
% Teammate Al may prove 
problematic if you don't have a 
human to play with 
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Gaming's favorite female adventurer starts over « Words: Andy Eddy / 
/ 


hen Square Enix and developer 
Crystal Dynamics invited me to get 
a first look at the next Tomb Raider 


game, | can't say | was jazzed. | mean, the 
most recent Tomb Raider games were fun, 
but kind of "safe"—not really takii chance 
and not really breaking much new ground, 
They assured me it was going to be 
"reboot" of the franchise. It had me mi 
rious, but still not excitedly anxious fi 
Lara Croft adventure—not like | woul 
new Mario Bros. game or a new Call 
Now that they've shown me a piece 
though... well, my viewpoint has taken a 180. 


I'm now very interested in accompanying the 
all-new Lara Croft on this sojourn. 

Part of it has to do with the character. 
This game takes us back to her origins, so 
ithey have her as a college-aged girl—and 

erefore less the somewhat indestructible 
оп character she's known as. She's un- 
of herself. She stumbles and she shrieks 
ї when she finds herself in a danger- 
pot. She bleeds. She's more "real" in her 


looking like a real girl. And if you don't 
her quickly and properly, you'll see her 
in myriad and horrible ways. 
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ements and reactions, and they also have 


Conversely, the new Lara might have to 
take someone's life, but not by emotionlessly 
dual-wielding a couple of beefy pistols, then 
making a wisecrack as the smoke clears. It'll 
only be to save her own skin, and she won't be 
particularly happy doing it...at least, not in the 
early portion of the game that | was shown. 

In addition to the changes to Lara, though, 
some big changes have been made to the 
presentation: The camera is more immersive, 
and it often closes in tight on Lara and her 
predicament. It's something the developers 
are intentionally driving. 

“We wanted to build a connection be- 
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Torch Bearer 
Drop the torch and 
you'll lose a light 
source—and also a 
| way to burn things 
out of your path. 


"EX 
PREN.” IN 


Lara Lite 

When things start 
off, Lara is unsure 
and kind of clumsy, 
but her skills 
quickly pick up. 


j tween the player and the chara really à |. Qe. 
/ strengthen that. That immersive 
kind of intimacy with the charact 
important," says Darrell Gallagher, 
studio at Crystal Dynamics. "We're 
the camera to do things we don't ni 
in third-person games, and to real 


and put you in the situation where 
feeling it, too." 

As an example, in one section, Lar 
small cave passage filled with water, 


while watching this | realized | was holding my 
breath. | guess Gallagher is right. $ 

It's still very early—the game isn't due К 
until next year—but this peek at the game was 
quite a mind changer...and something | wanted 
to pass on to you. ®© 
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v Puzzles won't be finding a key or lever, § 
but trying real-world ways of getting 
over, around, or through obstacles. 


When my demo 
began, this is what 
Lara was doing... 
just hanging out. 


\\ 
With no tutorial (so I'm told; the 
devs didn't offer any hands- 
on time), the game starts with 
nothing onscreen except for Lara 
hanging upside-down from the 
ceiling like a cocooned caterpillar. 
You'll probably start moving the 
controller sticks..then discover 
that you can get Lara to sway like 
a pendulum. Increasing her swing 
back and forth, the momentum 
takes her into the burning fabric... 
which then ignites the ropes and 
cloth binding her. She plummets 
from her bat-like perch, and lands 
with a thud.. which also drives 
a spike through her midsection. 
Looks like this will be a much 
rougher journey than we're used to 
taking with Ms. Croft... 
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NN The demo also introduced us to Captain Roth, an ex-military 


leader turned treasure hunter. It's clear he knows Lara through connections with her parents, 
and its his boat, Endurance, that has wrecked, leaving them in a perilous predicament. 
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This іѕ а common scene: 
Lara holding a torch to 
illuminate һе! 

demo showed that h t 
torch can be doused by 
water; but also relit 


across. And as fire gets hi 
out of her initial jam, it’s: 
also used to clear debris in © 
her мау, аз well as being — 
needed in puzzles. - 


INFO 
Publisher: Square Enix 

Developer: Crystal Dynamics 
Platforms: PS3, Xbox 360, PC 


MULTIPLAYER/BNLINE 
To be announced 


GENRE 

Action-adventure 
RELEASE DATE 

2012? (Square won't say yet) 


SUITABLE:FOR 

Lara skeptics, Lara apologists, 
Lara groupies, hardcore action 
gamers 


Skull-duggeru 
For a scared gal, 
this isn't likely to 
be a soothing sight. 


NOT OUT YET? 
PLAY THIS! 


FRANCHISE REBODT -RISKS VS. REWARDS 


WHAT’S GREAT: 

% Lara looks and acts like she's 
real 

99 You'll need to care for her—and 
you'll probably care about her 


WHAT’S NOT SO GREAT: 

3€ We still have to wait a while to 
play it 

Җ No, there's probably not a "nude 
code" in this one either 
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йй һе first thing that hits you in Bethesda's 

massive sequel to its game-of-the- 

year-earning The Elder Scrolls IV: Oblivion 
is its stunning visual presentation. The rugged, 
mountainous region of Skyrim is nothing short 
of breathtaking; from the snowflakes gathering 
in real time on individual rocks, to the eclipsing 
shadows cast by the cloud-reaching peaks, 
every inch of its expansive world has been 
drenched in painstaking detail. 

The second thing you'll be struck by will 
probably be the swiping, extended claws of 
a towering Frost Troll. You see, the impact of 
Skyrim's beauty is matched only by the ferocity 
of its beasts. Thankfully, Bethesda's equipping 
you with new ways to face these quest-ending 
foes. The combat, a bit cumbersome in Oblivion, 
has been stripped of any clunkiness in favor of a 
surprisingly straightforward approach. 
You can now dual-wield weapons, magic, 
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Big, beautiful, and bloody 
Wards: Matt Cabral 


and items in any combination you like. Can't 
decide between a ranged or melee attack? No 
problem; simply arm a fire-spitting spell in your 
right hand and a chunky broadsword in your left. 
Identical death-bringers can also be wielded in 
both hands, allowing you to, say, cast the same 
lightning spell from both palms for a more 
powerful baddie-barbequing attack. If you find 
your health's rapidly approaching the red zone, 
you can even double-fist life-giving potions. 
Complementing this free-form fighting are 
simple controls—the left and right triggers cor- 
respond to your avatar's hands—allowing you 
to focus on the spiked mace flying toward your 


Y Here's an effective way to keep all 
those stray dogs off your lawn. 


E 
ж 


head rather than trying to remember where you 
mapped your mana regeneration. 

These features and refinements barely. 
scratch the surface of what Bethesda's 
promising in the finished game. From smarter 


* NPCinteractions to quests customized to 


individual play styles, the seasoned RPG 
developer's ensuring fans of the 17-year-old 
franchise won't suffer the frustrations that 
sometimes siphoned fun from previous entries. 
Oh yeah, and you'll also be able to fight dragons 
in pulse-spiking melees that make similar 
games' boss battles look like encounters with 
grade-school bullies. 


www.atgamermagazine.com 


A FRESH 
PERSPECTIVE | 
9 Skyrim can be played from 
+ afirst- or third-person | 
| perspective; The latter op- | 
tion's beenmuch-improved | 
over Oblivion's clunky | 
| over-the-shoulder mode. 


PFS XBOX360 PC 


сот RATED BY 
ESRB 


THE ELDER SCROLLS V: 
SKYRIM 


GAME DETAILS 


Publisher: Bethesda Softworks 
Developer: Bethesda Game 
Studios 

Platforms: PS3, Xbox 360, PC 


Single-player only 
RPG 
November 11th, 2011 


Role-playing game fans who wish 
Fallout 3 had more lush forests 
and snow-capped mountains 


If you're 

new to this 

revered 

RPG series, 

taking Elder 
Scrolls IV: Oblivion 
for a spin would be a 
good way to famil- 
iarize yourself with 
this sleep-stealing 
franchise. 


WH EAT: 

® Visceral, dual-wielding combat 
© Eye-melting visuals 

® Across-the-board improvements. 


Ж Isa game this deep and expan- 
sive accessible to first-time 
Elder Scrolls players? 


^ Skyrim forgoes boring, stat-filled skill trees in favor of А |'m guessing this guy won't be distracted by the sound of a 
sparkling constellations that display your progress. freshly cracked can of tuna fish. 
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(Р) PREVIEWS 


RESISTANC 


“A desire to resist oppression is implanted in the nature of man." - Tacitus • Words: Evan Shamoon 


uilt upon the strong foundation set by 

previous games in the series—exotic 

weapons, compelling story, and fast- 
paced action—Resistance 5 takes up the FPS 
baton it's been passed with ease. "Where it 
deviates from its predecessors," says creative 
director Marcus Smith, "is that we've spent a 
lot more time trying to craft an overall game, 
paying more attention to pacing, gameplay 
variety, and player choice. The unique setting of 
alternate-history 1957 combined with Chimeran 
occupation makes Resistance 3 a very different 
experience than other games out there." 

Indeed. Four years after Resistance 2, dis- 
honorably discharged sentinel Joseph Capelli 
has given up fighting the Chimeran menace. 
While in hiding with other survivors, he's ap- 
proached by a doctor with a plan to topple the 
occupying Chimeran force, compelling him to 
leave his family and fight the monsters in NYC. 
Along his trek from Oklahoma to the big city, 
he's forced to contend with the invading horde. 
"We learned three big lessons developing 

Resistance 2: Focus, focus, and focus," says 


В N 


Smith. "R2 was an enormous endeavor, as we 
rebuilt all of our development environment 
while also attempting to build essentially three 
separate games (single-player campaign, 
co-op standalone missions, and multiplayer 
competitive mode)." During the development 
of Resistance 3, they kept this in mind and 
created a game that revolves around a highly 
polished experience, more than three separate 
modes. "We want players to have a varied and 
enjoyable experience, making them feel like 
they are doing more than just running through 
atarget range, while giving us the time to craft 
the world with as much attention to detail as 


possible." 

The result is a game that's considerably 
more dynamic. Smith recalls a particularly 
intense experience he had with the game re- 
cently: "I was playing the Haven level and was 
fighting the Brawler," he says. "I'd just climbed 
up on top of a building and lost track of him. 
There was a moment of panic when I realized I 
didn't know where he was. I look over one side 
of the building and looked down, and he was 
nowhere in sight. | turned to look in the other 
direction and he'd just climbed up behind me. 
He startled me so bad that | shouted out loud." 

Resistance 3 is loaded with upgrade oppor- 
tunities, with its many weapons and abilities; 
the sheer number of combinations means you 
can craft your own character to best fit your 
play style. Smith says the biggest lesson he 
learned from development of Resistance 2 was 
to keep it simple. “Seriously, if you have to do 
math to figure out when your next upgrade 
is, that's not fun. The main thing is finding the 
‘right’ feel for how often and what the player is 
upgrading." © 


% 


Returning weapons include the Bullseye, Magnum, Shotgun, Auger, and Carbine. 
In addition to the Mutator, a new grenade, shaped like a can of food, releases a storm 
of nails on impact. 
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"We took some of the mechanics of RZ's standalone co-op mode and incorporated 
them into our competitive multiplayer...so hopefully fans of the R2 co-op game will 
Still get enjoyment out of R3," says Smith. 
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GRAPHIC HAVOC 


Ugliest enemy 
inavideogame? [ 
That'd be quite an [ 
accomplishment. 


Smith: "We wanted to create a game that 
used weather to set the tone of the game as 
players progress through the story, and the 
engine team set to work creating a weather 
system that includes all the dripping effects 
on the ground and walls in addition to wind 
andhow it affects objects in the world." 


È Cloaking is 
just one of the 
multiplayer tricks 
you'll acquire. 
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RESISTANCE 3 


5 IIVL30 3NV9 


Publisher: SCEA 
Developer: Insomniac Games 
Platforms: PS3 


2-player co-op, 16-player 
competitive 


First-person shooter 
September 6, 2011 


Revolutionaries, insurgents, 
urban cowboys 


NOT OUT YET? 
PLAY THIS! 


У Other than 
АК, the two 
woes Resistance 
Е 2" games 
ы already 
out there? Recent 
PS3 FPS superstars 
Killzone 3 and 
Crysis 2 will keep 
you more than 
satiated. 


WHATS GREAT: ә) 
© Much more tighly focused than 
Resistance 2 
© Full co-op through campaign 
Great variety of locations and 
weapons 


WHAT’S NOT SO GREAT: 

3€ No 8-player co-op 

3€ Too many first-person shooters 
for us to play! 
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COOPERATION NATION 


GAME PLAY 


If the arm cannon doesn't work, there's always your A 
trusty knife. (Better hope the cannon works, though.) You'll need to upgrade and modify your weapons to 
handle many of your enemies in Resistance 3. 


"Of the new weapons l'm allowed to 

talk about right now, the Mutator is my 
favorite," says Smith. The weapon in 
question transforms enemies into "pus. 
bombs," and upgrading it will make in- 
fected enemies attack their allies. Their 
animated reactions make it particularly 
satisfying: When enemies suddenly realize 
one of their own is infected and coming at 
them, they turn on them and actively try to 
fight them off. "Seeing a Steelhead throw 
up a shield to defend against an incoming R 
Hybrid pus-bomb is a thing of beauty. Like its predecessor, Resistance 3 will boast a rich 
Disgusting, vile, brutal beauty." storyline. 


A 
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ed | rewardz ne EXCLUSIVE | c OUPONS + 
"ru FOR CGAMERS INSIDE! 


lit games and more: 
Dragon Age |! 
Creed: Brotherhood 
M 4: U.S. Navy SEALs 
Shift 2 Unleashed 


By now you may have realized that we here at @GAMER are 
in the business of providing you with the best possible game 


deals around. And now, thanks to our new QR codes, we've | | || OFF 
PRESENTED BY: just made the decision-making process that much easier. | Dragon Age 11| 
= Whip out your smartphone, scan the code next to the game of Н ВӘ FORTHEPSS, Xa0x 360, a pc |8 
JEREMY, 654 FOXPOINT, wi your choice (on the next page, of course), and we'll bring you а 5 
ВЕЅТ BUY EMPLOYEE trailer! Pretty sweet, huh? 
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For PS3, Xbox 360, Wii, & PC 


(0!) 50% OFF ANY (02) ASSASSIN'S CREED 
PRE-OWNED GAME BROTHERHOOD 


With Best Buy's great new trade-in program, chances are good that Live and breathe as Ezio, a legendary Master Assassin, in his enduring 
you've got some extra scratch laying around, burning a hole in your struggle against the powerful Templar Order. Embark on a journey into 
pocket. But hold on, sailor! Before you go and pick up a new title, why not Italy's greatest city, Rome, center of power, greed, and corruption to 

go check out your local Best Buy's huge array of used titles? Not only are strike at the heart of the enemy. Your mission is to defeat the corrupt 
they cheap, but they just got cheaper. Rip out the associated coupon and tyrants there, as Ezio commands an entire Brotherhood. Only by working 
get 50% off ANY pre-owned game. It doesn't matter if it's last month's together can the Assassins defeat their mortal enemies. Experience 
blockbuster hit or last year's sleeper favorite, it can be yours for next to more than 15 hours of single-player gameplay centered in the 

nothing. You can thank us later. magnificent city of Rome. It's time to join the Brotherhood. 


(03) MICHAEL JACKSON: 
THE EXPERIENCE 


DRAGON AGE I 


In Michael Jackson: The Experience, you'll relive the most iconic Your homeland has been destroyed. You are a refugee with nothing to 
moments of the worldwide superstar. Glide and rock as you dance lose and everything to gain. With every turn, you face defeat from an 
along to unbelievable Michael Jackson performances. Bringing you onslaught of deadly enemies bent on putting an end to your burgeoning 
original songs from the King of Pop's extensive, m rise to power. Gather your allies with care and get ready to embark on an 
highly celebrated library, Michael Jackson: The [E] [E] entire decade's worth of adventures that are totally formed around your 
Experience brings favorites like "Billie Jean" and decisions. Begin your legend in Dragon Age II. With stunning cinematic 
"Beat It" to life like never before.Partylikeatrue = detail, a new visual style, and updated graphics, this game just might 
pop icon with multiplayer and competitive modes! make you a legend of the second Dragon Age. 


[=] = 
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J' IN COUPONS # 


Save on these games when you use your Reward Zone® program membership card • Special Reward Zone® program Gamers Club offer. Get in on more great offers by joining now. Go to MyRewardZone.com/GamersClub 


Assassin's Creed: Brotherhood „ PS3 & Xbox 360 


Save 50% on any pre-owned game « Limit one per customer 


CBEST 
"D g% $] = 
NY i 


OFF OFF 


Save 50% on any Assassin's Creed: 
pre-owned game Brotherhood 
LIMIT ONE PER CUSTOMER FOR THE PS3 & XBOX 360 


VAUD 05/26/11 
THRU 07/02/11 


STORE COUPON 
STORE COUPON 


Dragon Аде! « PS3, Xbox 360, & PC 


Eri 
$] a DRAGON AGE ][ = 5g Q 


OFF MANN OFF 


Michael Jackson: | = z 
. о 

The Experience | 5 Dragon Age Il 5 
Ni FOR THE PS3, XBOX 380, & PC | 2 

б vauDos/ze/n | © 

5 THRU 07/02/11 | in 


515A 00 


OFF 


MotorStorm: | = Shift 2 |5 
Apocalypse |5 Unleashed | 
FOR THE PS3 ш FOR THE PS3 & XBOX 360 | ш 

VAU njo VALI 26/11 б 

1 [7] THRU 07/02/11 | о 


OFF 


SOCOM 4: = Fighters Uncaged, | = 

U.S. Navy SEALs | å Your Shape: Fitness Evovled, | 5 
© and Motion Sports | $ 

б VALID 26/11 б 

[^] THRU 07/02/11 o 


IN COUPONS 


Customer: Must be a Reward Zone Gamers Club member to redeem coupon. 


Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s). Scan all other product(s) being 
sold. Scan Reward Zone program membership card. Press "Total." Write "VOID" on the coupon and place 
in the register coupon media file. 

Markdowns taken from regular prices. Not valid on sale prices and any other coupons or offers. 
Selection varies by store. Limit 1 offer per coupon, per household. Valid on in-store and in-stock items 
only. Valid only at Best Buy® stores in the U.S.A.; excludes stores in Puerto Rico. Online and in-store 
offer may vary. Not valid on any BestBuy.com® order, including in-store pickup. Best Buy® employees 
are not eligible for this promotion. No dealers. No copies. No cash back. No cash value. Coupon must be 
presented at time of purchase. © 2011 Best Buy. 


SKU: 2623133 
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Customer: Must be a Reward Zone Gamers Club member to redeem coupon. 


Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s). Scan all other product(s) being 
sold. Scan Reward Zone program membership card. Press “Total.” Write “VOID” on the coupon and place 
in the register coupon media file. 

Markdowns taken from regular prices. Not valid on sale prices and any other coupons or offers. 
Selection varies by store. Limit 1 offer per coupon, per household. Valid on in-store and in-stock items 
only. Valid only at Best Buy® stores in the U.S.A.; excludes stores in Puerto Rico. Online and in-store 
offer may vary. Not valid on any BestBuy.com® order, including in-store pickup. Best Виу® employees 
are not eligible for this promotion. No dealers. No copies. No cash back. No cash value. Coupon must be 
presented at time of purchase. © 2011 Best Buy. 


SKU: 2623151 
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Customer: Must be a Reward Zone Gamers Club member to redeem coupon. 


Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s). Scan all other product(s) being 
sold. Scan Reward Zone program membership card. Press “Total.” Write "VOID" on the coupon and place 
in the register coupon media file. 


Markdowns taken from regular prices. Not valid on sale prices and any other coupons or offers. 
Selection varies by store. Limit 1 offer per coupon, per household. Valid on in-store and in-stock items 
only. Valid only at Best Buy® stores in the U.S.A.; excludes stores in Puerto Rico. Online and in-store 
offer may vary. Not valid on any BestBuy.com® order, including in-store pickup. Best Buy® employees 
are not eligible for this promotion. No dealers. No copies. No cash back. No cash value. Coupon must be 
presented at time of purchase. © 2011 Best Buy. 


SKU: 2624035 
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Customer: Must be a Reward Zone Gamers Club member to redeem coupon. 


Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s). Scan all other product(s) being 
sold. Scan Reward Zone program membership card. Press “Total.” Write “VOID” on the coupon and place 
in the register coupon media file. 


Markdowns taken from regular prices. Not valid on sale prices and any other coupons or offers. 
Selection varies by store. Limit 1 offer per coupon, per household. Valid on in-store and in-stock items 
only. Valid only at Best Buy® stores in the U.S.A.; excludes stores in Puerto Rico. Online and in-store 
offer may vary. Not valid on any BestBuy.com® order, including in-store pickup. Best Buy* employees 
are not eligible for this promotion. No dealers. No copies. No cash back. No cash value. Coupon must be 
presented at time of purchase. © 2011 Best Buy. 


SKU: 2623124 
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Customer: Must be a Reward Zone Gamers Club member to redeem coupon. 


Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s). Scan all other product(s) being 
sold. Scan Reward Zone program membership card. Press "Total." Write "VOID" on the coupon and place 
in the register coupon media file. 


Markdowns taken from regular prices. Not valid on sale prices and any other coupons or offers. 
Selection varies by store. Limit 1 offer per coupon, per household. Valid on in-store and in-stock items 
only. Valid only at Best Buy® stores in the U.S.A.; excludes stores in Puerto Rico. Online and in-store 
offer may vary. Not valid on any BestBuy. come order, including in-store pickup. Best Buy® employees 
are not eligible for this promotion. No dealers. No copies. No cash back. No cash value. Coupon must be 
presented at time of purchase. © 2011 Best Buy. 


SKU: 2623106 
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Customer: Must be a Reward Zone Gamers Club member to redeem coupon. 


Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s). Scan all other product(s) being 
sold. Scan Reward Zone program membership card. Press “Total.” Write “VOID” on the coupon and place 
in the register coupon media file. 


Markdowns taken from regular prices. Not valid on sale prices and any other coupons or offers. 
Selection varies by store. Limit 1 offer per coupon, per household. Valid on in-store and in-stock items 
only. Valid only at Best Buy® stores in the U.5.A.; excludes stores in Puerto Rico. Online and in-store 
offer may vary. Not valid on any BestBuy.com? order, including in-store pickup. Best Buy® employees 
are not eligible for this promotion. No dealers. No copies. No cash back. No cash value. Coupon must be 
presented at time of purchase. © 2011 Best Buy. 


SKU: 2623115 
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Customer: Must Бе a Reward Zone Gamers Club member to redeem coupon. 


Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s). Scan all other product(s) being 
sold. Scan Reward Zone program membership card. Press “Total.” Write "VOID" on the coupon and place 
in the register coupon media file. 


Markdowns taken from regular prices. Not valid on sale prices and any other coupons or offers. 
Selection varies by store. Limit 1 offer per coupon, per household. Valid on in-store and in-stock items 
only. Valid only at Best Buy® stores in the U.S.A.; excludes stores in Puerto Rico. Online and in-store 
offer may vary. Not valid on any BestBuy.com? order, including in-store pickup. Best Buy® employees 
are not eligible for this promotion. No dealers. No copies. No cash back. No cash value. Coupon must be 
presented at time of purchase. © 2011 Best Buy. 


SKU: 2624044 
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Customer: Must be a Reward Zone Gamers Club member to redeem coupon. 


Cashier Instructions: Scan coupon UPC. Scan qualifying product UPC(s). Scan all other product(s) being 
sold. Scan Reward Zone program membership card. Press "Total." Write "VOID" on the coupon and place 
in the register coupon media file. 


Markdowns taken from regular prices. Not valid on sale prices and any other coupons or offers. 
Selection varies by store. Limit 1 offer per coupon, per household. Valid on in-store and in-stock items 
only. Valid only at Best Buy® stores in the U.S.A.; excludes stores in Puerto Rico. Online and in-store 
offer may vary. Not valid on any BestBuy.com? order, including in-store pickup. Best Buy* employees 
are not eligible for this promotion. No dealers. No copies. No cash back. No cash value. Coupon must be 
presented at time of purchase. 2011 Best Buy. 


SKU: 2624053 
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MOTORSTORM 
APOCALYPSE 


Put your foot to the pedal and race like it's your last day on earth—when 
the racetrack is an apocalypse, it truly is the ride of your life! MotorStorm 
Apocalypse puts you back in the driver's seat for the most intense street 
race ever, and puts excitement into your own 
hands like never before. An arsenal of 13 vehicle 
classes is yours to raid; choose from supercars, 
muscle cars, superbikes, choppers, and more to 
navigate through armageddon your way. 


SHIFT 2 UNLEASHED 


су COUPONS 


For PS3, Xbox 360, Wii, & PC 


Shift 2 Unleashed puts you directly in the driver's seat with the all- 
new helmet cam that simulates driver head movements for the most 
realistic driving experience. You feel every impact, bump, scrape, 

and the scars stick with you—and your car. 

In this exciting installment from the critically 
acclaimed Shift franchise, you aren't limited to 
one type of racing. Choose to race muscle cars, 
compete in endurance races, and more. 


MATURE 17 


SOCOM 4: U.S. NAVY SEALS [M 


SOCOM 4: U.S. Navy SEALs drops you into the heart of the global crisis 
as the commander of an elite NATO squad charged with rescuing an 
entire country from destruction and the world from total war. You have 
complete control of every shot and melee fight when you immerse 
yourself in combat using PlayStation Move technology. The massive 
action is real when you take the battle online and experience intense 
32-person multiplayer combat or enlist up to four friends to join your 
squad in co-op mode. 


www.atgamermagazine.com 


UBISOFT KINECT GAMES 


The Kinect's launch wasn't without its fair share of big titles, and getting 
them all at once wasn't easy on anyone's wallet. So, those of you with 
light pocketbooks and plenty of patience: Your time has come! Get $15 
off a selected Ubisoft Kinect title—choose from MotionSports, Fighters 
Uncaged, or Your Shape: Fitness Evolved—with the use of our handy 
coupon, and you'll even have enough cash left over to spring for pizza 
when you and your friends get together to get your game on! (But don't 
worry, you don't have to. This can be our little secret.) 
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, — NCAA 
`| FOOTBALL 12 


Passion, pageantry, pride...and hard-nosed, never-say-die college gridiron. NCAA FOOTBALL 12 
elevates the on-field and off-field action to a level you’ve never seen before. 


THE ACTION EXPLODES ON THE FIELD 
All-new walk-out traditions set the stage for the big game, cap- 
turing the extravagance and excitement in the build-up to kick-off. 

When the game starts, the whole new collision system means 
offensive players can spin and stiff-arm away from defenders, spot 
a gap in the D-Line and burst through. When the tackle hits the run- 
ner’s momentum will keep pushing forward, generating the most 
realistic representation of the power, speed, and impact ever seen. 

On defense the new tackle button provides the power to 
time your crunching blows on a runner. 

Smarter zone coverage adds better defensive coverage and 
tension to the passing game. New dive catches let the receiver 
lay out for that sensational highlight reel moment you will want 
to replay time and again. 


WIdOLYISA0V 


Can you lead your team to the National Championship on the field? 

Can you train hard enough to earn a spot as a Heisman finalist? 
Show your school spirit with new pre-game traditions like 

the Sooner Schooner and Ramblin’ Wreck, and celebrate your 

big plays alongside school icons like Chief Osceola, Uga, and 

Tommy Trojan. 

Energize the crowd and lead a school as a revered Head Coach! 


ESPN broadcasts bring TV-style presentation to your console with 
incredible clarity, creating a breathtaking visual experience. 

And yes, you requested it, the dreads are in! 

Have you always dreamed about a 16-team super conference? 
NCAA FOOTBALL 12 lets you create your own favorite match-ups or 
modify existing ones. 


Congratulation 
MARK INGRAM 


For the first time ever, we asked. In your thousands, you 
answered. 

From your entries on the NCAA FOOTALL Facebook 
page, Mark Ingram, the former University of Alabama 
star, Heisman Trophy winner, and 2010 National 
Championship game Offensive MVP was chosen as this 
year's cover athlete. 

Now you can emulate Mark's remarkable career as a 
college athlete. Dive into the Road to Glory mode, make 
the moves, hear the cheers of the crowd, and feel the 
pride as you lead your school to Championship glory. 

And as you know: if it's in the game, It's In The Game! 


SPORTS 


NCAA 
FOOTBALL 


© 2011 Electronic Arts Inc. The “Officially Licensed Collegiate Products” label is the exclusive 

property of The Collegiate Licensing Company. The “Collegiate Licensed Product" label is 

the property of the Independent Labeling Group. All names, logos, team icons, and mascots 

associated with the NCAA, universities, bowls and conferences are the exclusive properties of 
espective institutions. NCAA is a registered trademark of National Collegiate Athletic 


Association and the NCAA Football logo is a registered trademark of the NCAA licensed to 
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If only Wild Bill Hickok had been 
wearing a Kevlar vest when he 
was shot in the back. 


The west just got wilder 
Wards: Malt Cabral 


f you played Red Dead Redemption thinking 

it would be easier taking on all those bandits 

from behind a fully automatic assault rifle 
rather than a six-shooter, then you'll want to 
saddle up for Call of Juarez: The Cartel, Ubisoft's 
third entry in the first-person wild west shooter. 
Taking place in present-day Los Angeles and 
Juarez, Mexico, The Cartel gives the genre a 
modern-day makeover much like television's 
contemporary cowboy drama Justified. 

Behind the lead-spraying arsenal and 
street-smart attitude of one of three unique law 
enforcers—an L.A. cop, an FBI agent, or aDEA 
agent—you'll set your crosshairs on the illegal 
narcotics trade. This means taking on low-level 
mules, gangster-wannabes, and seemingly 
untouchable drug lords in a variety of tension- 
ramping scenarios; from leading brutal interroga- 
tions that'd make Jack Bauer wince, to taking a 
bullet to protect an informant, the variety-driven 
gameplay promises more than an extended 
shooting gallery filled with tattooed, wife-beater- 
wearing dudes, 

My hands-off demo picked up ina pulsing Los 
Angeles nightclub, where the trio of badges were 
tracking a high-value target. After locating the 
shady character—in a VIP room surrounded by 
dancers—a chase ensued through the crowded 
venue; hundreds of patrons reacted realistically 
to the escalating danger, while the protagonists 
carefully picked their shots lest they fill an in- 
nocent full of holes. The action briefly spilled into 
a parking lot before a high-speed chase on the 
L.A. freeway. The famed Hollywood sign and other 
familiar cityscape landmarks whizzed by as one 
of the lawmen navigated traffic while the other. Ё 
two rode shotgun—and fired shotguns from the 
windows at the fleeing assailants. 

While the Bruckheimer-esque style of the 
early action was more Call of Duty than Call of 
Juarez, the demo concluded with some familiar 
old west flavor. The heroes engaged in a firefight 
on a long stretch of Mexican desert, complete 
with dirt road-dotting cacti, blowing tumble- 
weeds, and blood-stained sand. Coupled with 
the earlier scenes, this level provided a promising 
look atthe old-meets-new approach Techland's 
aiming for. | look forward to playing cowboys and 
dealers when The Cartel hits this summer. (8) 
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| Assuming the role of one of three protagonists, 
| lone rangers are welcome to tackle The Cartel's 
campaign by themselves. However this one's really 
meantto be played with a posse. While yet to be 

= = revealed, each character will bring unique skills to 
C" the fight, encouraging communication and strate- 

gic planning among drug-busting buddies. If you 

T 254 do plan on bringing the cartel down by yourself, 
though, the other two characters will get your back 
as Al-controlled bots. 


XBOX360 Pc 


Р 7 


‘CONTENT RATED BY 
ESRB 


CALL OF JUAREZ: 
THE CARTEL 

INFO 

Publisher: Ubisoft 


Developer: Techland 
Platforms: PS3, Xbox 360, PC 


GAME 


CotcherBack 
„—————— Strategic play, such’ 
s с | providing suppressing fi 
while your partners flush 


out the bad guys, is a MULTIPLAYER/ONLINE 
integral as running-and- 3-player co-op, competitive 
-| gunning in The Cartel. online TBA 
GENRE 


First-person shooter 


RELEASE DATE 
June 28, 2011 


SUITABLE FOR 

Gamers who want a little Kane 
and Lynch in their Red Dead 
Redemption 


The Best Buy 
Exclusive Zooming 
Automatic Pistol 
is a 9x19mm 
Parabellum caliber 
semi-automatic pistol 
with an extra zoom scope. Itis more 
ла accurate оп short- to medium-range 
И shots than any other pistol. 
/ 


{ ў (у у UN 
» LAPD officer Ben McCall is ge : ^ G NOT OUT YET? 
Mca | a PLAY THISI 
4 ргеуіоиѕ Gal of Juarez titles [ШИЛ 2009's under- 
RU MNT APA AM aes 19 rated Call of 
ae [ NA Juarez: Bound 
ў К ^ in Blood 
provides plenty of 
peace-keeping FPS 
action, so it should 
serve as the perfect 
primer to this contem- 
porary take on the old 
west series. 


WHAT’S GREAT: 

Ф Modern-day action mixed with 
old west flavor 

9 A trio of unique characters 
supporting three-player co-op 

You can't really do a car chase 


and unique interactions with NPCs. Their paths through the game ee i 
will vary slightly and Techland's promising different endings for t Rated it 
each character. So yeah, plan on playing this a few times if you want some of the series's defining 


to see everything. charm? 
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xterminating ticked-off extraterrestri- 

als with futuristic firepower has been a 

favorite videogame pastime for, well, 
almost as long as the medium's existed. From 
arcade quarter-muncher Space Invaders to this 
year's scare-your-shorts-off Dead Space 2, 
we've been battling intergalactic bugs for over 
three decades. Many of these encounters 
have been based, albeit often loosely, on the 
popular sci-fi film franchise spawned from 
Ridley Scott's classic Alien. But despite years of 
fighting off facehuggers from behind a game- 
pad, few games claiming the Alien name have 
lived up to the property's enormous potential. 
Gearbox Software, the folks responsible for 
bringing Duke Nukem back from obscurity, hope 
to change that with the anticipated yet oft- 
delayed Aliens: Colonial Marines. 

In development for over five years, the title 
finally seems ready to step into the spotlight 
and bare its drool-dripping choppers. While I'm 
hoping juicy details will flow as freely as acid 
from an Alien Queen's maw at ES, we already 
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SQUAD UP! ү 
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Is Sega's sci-fi shooter finally emerging from hypersleep? • Words: Matt Cabral 


NES 


have a good grasp of what to expect from this 
E.T.-slaughtering epic. For starters, this FPS's 
solo campaign will be heavily influenced by the 
early Alien films, specifically James Cameron's 
second film. Count on a solid mix of survival- 
horror scares and thumb-blistering action, all 
supported by an original narrative. 

Also expect to fire familiar franchise 
death-dealers, such as pulse rifles and flame- 
throwers, at thick-skinned foes with rows of 
flesh-hungry teeth. From frantically thwarting 
facehuggers in scary-close first-person per- 
spective, to taking on larger boss baddies—like 
the aforementioned angry mama—Aliens will 
pack plenty of pulse-spiking encounters. Its 
low-lit claustrophobia will also lead to subtler 
scares; creeping through incubating hives or 
cautiously navigating corridors as escalat- 
ing beeps emit from motion trackers should 
set neck hairs standing at attention. Colonial 
Marines's tension-ratcheting pace and action/ 


horror mix should prove an invigorating combo _ 


when it arrives—l hope—later this year. © 


ALIENS MAKE GREAT ROADKILL 
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Many of the series' signature sci-fi rides 
appear in the game, but whether or not 
they're pilotable remains a mystery. 
Cruising around in dropships or even 
controlling turret-mounted drones 
from a distance would offer a welcome 
change of pace from the on-foot action. 
And, of course, freeing aliens of their 
limbs from the cockpit of Ripley's 
futuristic forklift is a must. Just sayin'. 
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< Walls splattered with alien innards are PSS XBOXS360 РС 
usually a sure sign of an M rating. 


ALIENS: 
COLONIAL MARINES 
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Publisher: Sega 
Developer:Gearbox Software 
Platforms: PS3, Xbox 360, PC 


TBD 
First-person shooter 
TBA 


Sci-fi/action/horror fans 
who've been waiting for a 
game to fully leverage the 
potential of this rich universe 


Plenty of games put you in the path of rampaging aliens looking to 
rip your throat out. But more often than not these not-of-this-world 
threats are merely bullet fodder, displaying less intelligence than a 


NOT QUT YET? 
PLAY THIS! 


crust of bread. Aliens ups the ante, offering varied baddies from the ЕТЕН Inthe 
scaly species and arming them with whip-smart А.Т. Aggressive "ME market 
warriors, stealthy scouts, pack-hunting drones, and spidery for alien 
facehuggers pose threats far deadlier than the generic monster 
shooting gallery. 


- Mal scares? 
Try on Dead Space 2 
for size. In space, 
noone can hear 


As the scariest scene in James you dismember 
Cameron's Aliens so effec- Necromorphs. 
tively taught us, those sneaky 
little face-suckers like to hide in 
exhaust vents. Aliens finally lets 
us turn the tables on the crafty WHAT'S GREAT: 
creatures by encouraging stealth © As proven by Borderlands, 

as much as all-out slaughter. You Gearbox Software knows a thing 
can navigate vents, utilize under- or two about crafting co-op- 
ground tunnels, and sneak past— driven experiences. 


rather than engage—unsuspect- WHAT’S NOT SO GREAT: 
ur) threats. Your enemies are 3€ Has EA's excellent action/horror 
similarly capable, so when that series Dead Space diluted the 
motion tracker starts squawking appeal of cinema’s scariest sci-fi 


you better start hauling. property? 
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@GAMER gets in the thick of Epic s multiplayer beta + Words: William O'Neal, Andy Eddy, Matt Cabral, Mitch Dyer 
y 
verything is more fun when you do it with friends, which is why we 
decided to have four writers contribute to this month's cover story. 
Of course, this was fitting since we were getting hands-on time in 
the Gears of War multiplayer beta. The good folks at Microsoft and Epic 
were kind enough to hook us up with access codes, so we decided to jump 
in with both feet, see what allthe hype was about, and get a bead on what 
to expect when the final game ships on September 20. 

Executive Editor Andy Eddy took on GoW's gameplay and modes, 
while Matt Cabral focused on the weapons. Mitch Dyer spent his time іп 
the beta getting to knowlevery nook and cranny of the various maps, and 
Editor-in-Chief WilliamjO'Neal..well, he basically served as fodder for all 
of the people who are...uh, better at this game than һе is. 
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WEAPONS: 

The beta showed Matt's... 
uh, ballistic skills. We didn't 
argue when he wanted to 
talk about GoW guns. 
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ublic betas enable developers to 
Ў put their gameplay and servers to a 

real-world test, so they can see how 
their designs work in actual use (and see how 
tweaks help or hurt). However, they also give 
everyday gamers a taste of what they'll get 
when the game comes out months later. It's 
exciting for all parties involved. 

Gears of War 5, which will likely be one of 
the biggest games of 2011, offered a one- 
month long multiplayer beta that provided 
three gameplay modes: Team Deathmatch, 
the classic team-vs.-team shootout; King 
of the Hill, a mode that has two teams 
competing to maintain possession of a series 
of rings for the longer period; and Capture 
the Leader, which is sort of like a reverse 
Capture the Flag, in that each team is trying 
to grab the opposing team's leader for a 
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e . Words: Andy Eddy 


longer time than their leader is held by the 
opposition. 

The modes aren't particularly ground- 
breaking as shooters go, but as | played 
them, | realized that there were many subtle 
upgrades that developer Epic Games made 
to Gears 3's gameplay—some that will help 
you on offense, and others that will help the 
player you're about to take out. 

For instance, it's not uucommon for two 
people to end up hiding on opposite sides of 
the same piece of cover. If that happens, one 
player can now “mantle kick" the other by 


vaulting the cover, which delivers a swift punt. 


The move knocks the recipient out of cover 
and stuns them temporarily. 

Conversely, if you know you're about to 
be dropped—and especially if your adversary 
has a propensity for delivering a crushing 


Anya-OW! 
You didn't think 
| Gears's prettiest 


boot stomp to finish you off—you can equip 
a grenade beforehand, then detonate it as 
a defiant "in your face!" suicide move right 
before they take you out. 

Players, though, put a lot of effort into 
unlocking restricted content, including 
characters, weapon skins, and executions 
(much like Fatalities in Mortal Kombat) for 
each of the armaments. As a reward for the 
sacrifice, some of the earned unlocks will 
carry over into the retail version of the game, 
providing dedicated beta players a helpful 
head start months ahead of time. 

Of course, I'm assuming that the beta only 
provided a sample of what September 20 will 
bring to Gears fanatics. Look for @GAMER to 
have a full Gears of War 3 rundown, covering 
the whole campaign and multiplayer offering, 
a few issues from now. 
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В NO PARADE \\ Shooters revolve around wins to "ribbons"—with good ribbons (such as most kills) 


kills, but Gears 3 is perhaps making experience points (XP) a and bad ones (including being the first to die) doled out 
bigger factor. Nearly everything brings XP, from kills to team automatically at the end of a match. 


! \ pr CE 
Fenix Rising à Ec | Wj 


Gears's top 1 NP \ d 
soldier was a beta | 2 n 


everyone sought 
to unlock Cole. 
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. 1. THE MELEE WAY 3. MEAT AND GREET 
The melee button is versatile. It Grabbing a downed enemy and 

. can deliver a swift strike that'll using them as a "meat shield" acts 
stun an enemy; stick an adversary like defensive armor. It's also the 
with a grenade (best move away premise of the Capture the Leader 
before it blows); or, when held mode: Each team tries to 


down, dispatch a foe in the most trol of the opposir 

vicious manner. Each weapon has while keeping their own 

a unique execution move. of enemy clutches. 

2. FLAME GAME H. RING KINGS 

Gears 3's fire-based weapons— The King of the Hill mode has op- 


from the Scorcher flamethrower posing teams clashing over a ring, 
to Incendiary Grenades—can with the team that can "capture" 


and massive damage it (which will change the ring's 
rgets, but can also be used color to match their team) adding 
to prevent the other team from to a time-of-possession counter. 
collecting a weapon or capturing a However, the ring will frequently 


. ring in a King of the Hill match for 
a critical period of time. 
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Say hella to my nokso-little friends! 


Т here was a time when we were content to 
reduce alien hordes to pulpy piles from 
behind a standard arsenal of shotguns, 
pistols, and sniper rifles. Gears of War's chain- 
saw bayonet-equipped Lancer changed all that; 
why just fill enemies full of holes when you can 
open them from brain to belly with a buzzsaw? 
And while the Lancer's cardiothoracic capa- 
bilities steal the spotlight, all Gears 3's guns 
reliably get the job done in gore-spewing style. 
From the city-leveling Hammer of Dawn to the 
armor-piercing Torque Bow, GoW's signature 
weapons provide many ways to relieve baddies 
of their vital organs. Gears of War 3 continues 
the screen-splashing tradition, adding a brim- 
ming new arsenal of widow makers. (Do Locust 
have spouses?) During the multiplayer beta, 

I put these bad boys through their paces and 
lived—and died a bunch, too—to tell about it. 
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WEAPONS OF WAR 


Ilove experimenting during a game's solo 
run, but on the competitive battlefield, it's time 
to blast faces with a shotgun. Parting with the 
chest-ventilating Gnasher—which seems more 
powerful in Gears 3—to focus on the new stuff 
wasn't easy. Thankfully, Designer Cliff Blesz- 
inski had me in mind when he came up with the 
new Sawed-Off Shotgun. Incredibly powerful, 
this hand cannon's capable of downing multiple 
adversaries with one shot. The downside? Its 
thick double barrel practically needs to be fed 
to them to score a kill. It also requires а reload 
after each discharge—miss often and you'll 
soon know every pixel of the respawn screen. 
It's hard to recommend it on obstacle-cluttered 
maps, but in open areas—such as Thrashball's 
field—there's no greater reward than simulta- 
neously turning three charging enemies into 
chunky red skid marks. 


1. NEW TRICKS 
On top of adding new 
toys, Gears 3 also 
gives some classics 
an upgrade. Smoke 
grenades now include 
an enemy-stunning 
flash bang, while the 
_Hammerburst's added 
“iron sight makes it 
easier to get a proper 
bead on the baddies. 


VL 
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If the short-ranged Sawed-Off doesn't fin- 
ishthe job, clean up the remaining mess with 
an Incendiary Grenade. This highly combustible, 
Bolo-styled cocktail doesn't support delayed 
detonation like other Gears grenades, but 
explodes on impact, spreading burning fuel in 
all directions. While a bit unstable, the Molotov 
Cocktail-like explosive is extremely lethal in 
tight quarters. Whether coaxing someone from 
cover or just making a point up close, these 
firebombs are an important ingredient for any 
bad-guy BBQ. 

If these two new toys don't adequately fill 
the body bags, there's always the One-Shot, 
Digger Launcher, and Pendulum-Era Lancer 
(see sidebars) for some fresh thrills. While all 
new weapons have their strengths and weak- 
ness, none seem to have a problem painting my 
HD display a drippy red. ©) 


2. FINISH HIM! 

What good is a new 
weapon without a flesh- 
flaying execution as a 
piéce de résistance? 
From the Retro Lancer's 
enemy-impaling bayo- 
net to the Sawed-Off 
Shotgun's stomach- 
sickening strangulation, 
count on some grue- 
somely stylish finishers. 


3. CHAINSAWS 
ARE FOR BABIES 
Boasting unbeatable, 
up-close stopping pow- 
er and a heart-piercing 
bayonet, this Pendulum 
Wars-era Lancer kicks 
it old school. Sawing up 
an enemy is easy, but 
bragging rights come 
with the Retro Lancer's 
blade. 
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THE RIGHT GEARS GEAR \\ While it's important to learn 
the ins and outs of your weapons, knowing when and where to 
use them could mean the difference between living and being 


FIREBOMBS ARE 
IMPORTANT FOR 
A BAD-GUY BBQ 


Effective at turn- 

ing seemingly safe 
cover spots to dust, 
the Seran creature- 
firing Digger Launcher 
uses a redesigned 
Boomer pistol to send 
the critters scurry- 
ing underground. 
Their payload? An 
enemy-stunning mini 
earthquake. 


The reliable Longshot 
Sniper Rifle receives 
competition from the 
One-Shot—GoW3's 
most aptly named 
weapon. Capable of 
penetrating cover and 
pureeing enemies with 
a single round, its 
impressive power is 
balanced by a lengthy 
reload and the need to 
charge it before firing. 


It's no secret: The team 
that controls the tur- 
rets often dictates the 
match's outcome. Gears 
3 Multi-Turret—fea- 
tured on the Overpass 
map-is no exception... 
and can cut foes to 
ribbons. [Ed. note: The 
turret and Overpass map 
werent in the beta, but 
will be in the game.] 


\ 


pummeled to death by your own detached arm. Experiment with 
each death-dealer on every map to devise a strategy that keeps 
you alive and your enemies spewing more gore than a Saw movie. 


Triple Play 
I'm thinking 

ys met 
the business end 
of a Sawed-Off 
Shotgun blast... 
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New house, same hame 


era's hurtin’. Humans are scorching the 
S planet's surface from space and sinking 

cities from underground to keep her 
safe from the Locust. These self-defeating 
defense tactics resonate throughout the mul- 
tiplayer maps in Gears of War 3, where grubs 
and gears take to killing each other in arenas 
we can all relate to. 

In past Gears games, what a map looked 
like didn't matter. Cover placement and 
verticality mattered more than the aesthetic 
of various takes on city streets and swamps. 
This is still true this time around—what good is 
aspiffy-lookin' online game if the play space 
is poorly designed? —but Epic is trying to give 
you reasons to invest in where you're fighting. 

Gears 3's multiplayer maps have a sense 
of place, not only within the context of its 
fiction, but in a way that's believable to me as 
an Earthling. | can identify with the Thrash- 
ball map—home of Augustus Cole's all-star 
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1. CHECKOUT 


2. OLD TOWN 


athlete days—because I've been to a handful 
of football games, watched ESPN, and played 
Madden. Most of all, though, | connect with 
Checkout, which lets me live out a fantasy 
I've had since high school: chucking flaming 
grenades around my desolate grocery-store 
workplace. 

Structurally, these maps meet the requisite 
cover/height/choke-point standards as well 
as any other Gears map, but their symmetry 
leaves me wondering whether Gears of War 3 
will experiment with its map design. Since the 
first game, we've seen, almost unanimously, 


GEARS 3'5 
MULTIPLAYER 
MAPS HAVE A 
SENSE OF PLACE 


т OWA (GGG  w 


equally proportioned arenas—and the beta 
maps are definitely not that. 

Don't get me wrong: This is Gears at its 
best, but I'd love to see it break free from itself 
and experiment with something more...unpre- 
dictable. My primary concern for this is spawn 
camping, which is as huge an issue here as it's 
ever been in Gears of War. Epic could easily 
discourage teams from swarming each other's 
respawn locations with, say, highly advanta- 
geous positions the enemy would take if you 
left it. It's irritating when my team loses lives 
because we appear in an inescapable room. 

Atypical maps lead to atypical experiences, 
but it's not that this game needs to be turned 
inside out. Here's to hoping curveballs, like the 
changing environments (see map descriptions 
above), change the way we play Gears, These 
maps already make for impressive multiplayer 
matches..that I'm bummed | won't be able to 
access again for another few months. 
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HEADS UP \\ Keep in mind that locations and other nuances may 
all of the map info below is based on end up being different when the 
the Gears of War 3 beta, so weapon final game is released. 


EN / “ау 3. TRENCHES 

| E. > TU From time to time, a sandstorm blows into 

] 4 A f б 
= | | the construction yard to obscure everyone's 


| vision. It's a proper distraction, indeed. Rather 
| than standing still and hiding, waiting for it 
| 
| 


= 


to blow over, sprint through it. This gives you GEARS OF WAR 3 
ample opportunity to snake the Mortar or One- 
Shot without being spotted. Even if you don't 
Ў : qs | get kills, this is the easiest way to Developer: Epic Games 
E | slip into the other team's base to $ Platforms: Xbox 360 


Publisher: Microsoft 


| | ravage them. Don't forget to grab 

| | the Boom Shield—the middle of 2 Up to 10 players online; 
pw 5 = | 4 į É | Trenches is pretty wide open, and 2-player splitscreen 
Exe Уз: 60 | | the portable cover may save your 


| bacon at the last second. 


Third-person shooter 


Ч. THRASHBALL September 20, 2011 


The scoreboard at stadium center is unstable, 
and it'll fall onto the field below if you shoot 
its cables. Don't drop it unless you have 

a distinct need—such as to keep someone 
from getting the Torque Bow or Digger. It's 
wasteful if you can grab extra points or a 
power weapon. Before it comes down, grab 
the Mulcher in the stands and: mount it—you'll 
have a clear view of the entire field for... well, 
mulchin'. This is a great place for Capture 


the Leader matches: plenty of cover, and they NOT OUT YET? 
gotta come to you. PLAY THIS! 


The Gears of 

War Triple 

Pack gives 

А "noobs" a 

ü Я way to catch 
up. You get the first two 
GoW games, as well as 
ems the All Fronts Pack for 
ole Train's Thrash- one more campaign 
ball pads give him n chapter and 19 multi- 


a distinct look. He's 

my favorite unlock- player maps: 
able character 

skin—though Anya 

is cuter. 


Gears-heads or shooter-holics 
just getting an Xbox 360 


"Даже, „ев. 


WHAT’S GREAT: 

© Some nice evolutionary changes 
have been made to the gameplay 

© Numerous unlockables (espe- 


cially ones in the beta that carry 
over to the retail version) 


WHAT'S NOT SO GREAT: 

3€ Well, by the time you read this, 
the beta will have ended, so if 
you missed it, you'll have to wait 
until September to play Gears 3 
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NINTENDO 


Make sure to take care of your 
DS, and illl take care of you 


With the recent release 
of the Nintendo 3DS, 
gamers the world over 
are going 3D crazy. 
Here are some must- 
have accessories for 
you 3DS and DS users 
out there. 


«CASES If you drop 
$250 on a handheld, 
you're going to want to 
keep it safe, that 
bad boy in a case! 
Price: $14.99-$39.99 


«POWER A CLEAN 
AND PROTECT 
What good is 3D if you 
can't see it? Clean the 


screen and protect it. 
Price: $9.99 


«POWER A CASE 
This rock-solid LEGO 
Clone Wars armor case 
will keep your DSi safe 
and secure. 

Price: $14.99 


=H 
= 
n 
B 
m 
л 
EJ 
3 
[s 
Ed 
ой 
m 
[Y] 
= 
[=] 
Е 


, “EXTENDED PLAY 

A bigger battery will 
keep your 3DS or DSi 
juiced up for even the 
longest gaming sessions! 
Price: $19.99 
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HERE ARE SOME 
MUST-HAVE 
ACCESSORIES 


1. POWER A Going 2. NINTENDO 3DS 3. SKULLCANDY 

on an expedition? These What good is a case TITAN EARBUDS 

cases will keep your without a 3DS? Buy one Buses are noisy, so plug 
B handheld clear of harm. (with safety in mind)! in some earbuds. 

Price: $14.99 Price: $249.99 Price: $3999 


IN THIS IMAGE 
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1. APPLE IPAD 2 


Е. d 
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The iPad 2 is a very 
worthy travel companion 


The iPad has changed the way we travel, and 

its applications are many. So why not keep this 

pricey toy safe? That big, honking touch screen is 

just begging for fingerprints and scratches, so do 
S protected. 


your due diligence and make sure 


«SCREEN SAVER 
The screen is the 
iPad's most prominent 
feature, so it's wise to 
keep it safe from unsa- 
vory scratches. Don't 
skimp on protection! 
Price: $14.99-$34.99 


«CASES Traveling 
can be rough on your 
gadgets. Make sure to 
employ some shock 
absorption in the form 
of a silicone case. 
Price: $19.98-$89.99 


BLUETOOTH 
KEYBOARD Typing 
on a virtual keyboard 
isn't perfect. Turn on 
Bluetooth and pair the 
iPad with a physical 
one! Price: $69.99 


www.atgamermagazine.com Issue 10 // June 2011 


51 


@ 
SUNY 


Any PSP will let you bring your 
hardcore games on the road 


your PSP 


case to keep 


ine condition. 


TERY The PSP's 


battery life isn’t 


YOU'LL NEED TO 
BE PROPERLY 
EQUIPPED 
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3. SONY PSP 
EARBUDS Audio on 
the go. Price 9 
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“RAGE IS AN ABSOLUTE STUNNER” 


-GATI.COM. 


PRE-ORDER NOW AND RECENE A FREE UPGRADE 10 THE 


ANARCHY EDITION: ~ 


INCLUDES: DOUBLE BARREL SHOTGUN - FISTS OF RAGE - RAT ROD BUGGY - CRIMSON ELITE ARMOR 


WWW.RAGE.COM 


por е @ FD memes 


Visit WWW.eSrb.org for © 2011 id Software LLC, a ZeniMax Media company. ZeniMax, Bethesda, Bethesda Softworks and related logos are registered trademarks or trademarks of ZeniMax Media Inc. in the U.S. and/or other countries. RAGE, DOOM, QUAKE, 
rating information. id, id Software, id Tech, and related logos are registered trademarks or trademarks of id Software LLC in the U.S. and/or other countries. АП Rights Reserved. Windows, the Windows Start button, Xbox, Xbox 360, Xbox LIVE, and the Xbox 
5 logos are trademarks of the Microsoft group of companies, and "Games for Windows" and the Windows Start button logo are used under license from Microsoft. "PlayStation" and the "PS" Family logo are registered trademarks end 
“PS3" and the PlayStation Network logo are trademarks of Sony Computer Entertainment Inc. All other trademarks and trade names are the property of their respective owners. А Rights Reserved. 


May contain content @ Gamesfor Windows — (QR XBOX 
inappropriate for children. 


п @ў) кассетаи 


| Ы L.A. NOIR 
@GAMER includes only the best games in our Top Picks section. 
If you don't see it here, it's probably not worth getting. ) LEGO PIRATES OF 
©©© @ @ Anaverage game. Just worthy enough to call to your attention. THE CARIBBEAN 
› @ @) A good game with some flaws. Fans of the genre will probably enjoy it. DIRT 3 
(S) An excellent game that we strongly recommend. 
Э) A near-perfect gaming experience. 5 бең 4: U.S. NAVY 
RED FACTION: 
ARMAGEDDON 0 MOTORSTORM 
APOCALYPSE 
MX VS ATV ALIVE 
RED FACTION: 
ARMAGEDDON 
He ee j THOR 
m e crew! DARKSPORE 
@GAMER wants you to know about the VIRTUA TENNIS 4 
best-of-the-best games out now or coming 
soon, so we've put together a different \ 
kind of Geek Squad to help you out. E. f 1 / 
(а ) Country Dance 
x ) Pro Evolution Soccer 3D 
Mayhem 3D 
PA Dead or Alive 
Dimensions 
Raving Rabbids: 
Travel in Time 3D 
Tom Clancy's 
Splinter Cell 3D 
Patapon 3 
Dream Trigger 3D 


py 
This month, we ask Ihe gamer panel: | 
What game will keep you inside, even on a gorgeous summer day? Ress 
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ү 
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© 
At least until Halo 4 111 be outta the picture As great or abysmal l'Il be pulling the shades 
comes out (where can. so long once L.A. Noire as it may be, I've been and blasting the air The following games did not 
my Master Chief be?), hits the streets, they're. waiting 15 years to play conditioning while 1 dig make the @GAMER cut: 
the one game that will gonna need to opena Duke Nukem Forever... up fatalities and cos- © Cartoon Network 
keep me indoors is Por- missing-persons case and I'm going to play it! tumes—uh, kostumes— Punch Time Explosion 
tal 2. Please...someone for me. Sorry, dollface, Luckily, I'm old enough from The Krypt in Mortal 
shoot mea portal, so! | got bigger problems that 0J jokes will still be Kombat all summer 
can see some daylight. than you. funny, kinda. long. Pale skin FTW. 
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Unlockable suits ensure detective 
Cole Phelps always looks like a 
sharp-dressed man on the job. 


[ss | Issue 10 June 2011 


www.algamermagazine.com 


PANNE Ч 
Se 


Crime scenes are littered with obvious clues, such as victims’ belongings, 
but obscure items should be looked at closely as well. Some of L.A. Noire's 
most thrilling cases are cracked when you connect a seemingly useless 
piece of evidence to a suspect. 


Rockstar crafts some arresting entertainment 


ockstar Games's homage to Hollywood's film noir genre 

doesn't let you turn city blocks into piles of smoking 

rubble from behind a rocket launcher. Nor does it allow 
you to always kill the bad guys...er, "suspects." While you won't 
find the over-the-top excess of the developer's most famous 
franchise in L.A. Noire, you will discover inventive gameplay, 
absorbing storytelling, rich settings, and engaging character 
interactions that not only raise the bar for the medium, but toss 
it javelin-like in a welcome new direction. 

Where many games substitute thumb-numbing setpieces 
for actual storytelling, L.A. Noire's non-intrusive gameplay 
exists to serve its emotionally charged, character-driven narra- 
tive. Just as gripping is its 1940s Los Angeles setting. Authentic 
clothing, cars, and architecture transport you into a world made 
famous by pulp detective novels and Humphrey Bogart films, 
without relying on tired clichés (we're looking at you, trench 
coat-sporting private eye who refers to women as "dames"). 

While its story and setting seem better suited for the 
Silver screen, L.A. Noire doesn't totally abandon the need for a 
gamepad. As Cole Phelps, a WWII hero who joins the LAPD upon 


E his return, you'll shoot, drive, and fight in familiar fashion. A 


LAW Ы 
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Words: Matt Cabral 


well-paced tutorial, mirroring Cole's rise from beat cop to detec- 
tive, takes you through the paces. By the time Cole flashes his 
new shield you'll be well versed in the mechanics, allowing you 
to concentrate on the more cerebral case-cracking. 

There's still opportunity to pull the trigger and floor the gas 
when playing detective, but you'll spend more time collecting 
clues and interrogating characters. The former tasks you with 
thoroughly searching areas and inspecting items, while the 
latter puts persons-of-interest in the hot seat; you'll pose 
investigative inquiries and study characters’ expressions and 
mannerisms to determine whether they're lying, being com- 
pletely honest, or holding something back. 

Anintuitive notebook interface, which tracks all collected 
data—clues, locations, and characters—can be accessed at any 
time. Utilizing it to identify common, incriminating threads is 
highly rewarding, especially when it puts a scumbag behind 
bars. Even better, pulling some obscure clue from the evidence 
to catch some perp in a lie is as satisfying as slaying a boss in 
other games. L.A. Noire may not let you run down pedestrians 
for kicks, but it does provide a ride as triumphant as any I've 
taken in Liberty City. 


With the help of a waypoint-marked minimap and directions from your 
partner, you can drive to key areas or just cruise around the city. If you're 
tired of seeing the sights, you can also fast-travel to locations by having 
your partner get behind the wheel. 


Issue Jüne 2011 57 
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SLAYING A:BOSS IN ae 
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As you crack cases and solve street crimes, you gain YOU TALKIN’ TO ME? 


experience points and level up. Climbing the ranks is not only addictive, but it grants 
valuable "intuition points," which you can spend to help decipher particularly head- 
scratching situations. Cashing one in at a crime scene highlights all clues on the 
minimap, while using them during interrogations offers two hint options: either 
narrowing the possible responses down to two choices, or asking other players how 
they responded through Rockstar's Social Club community. 


€. ON THE BEAT 
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IT'S ALL ABOUT LOCATION 08А AND GUNPLAY A SIDE ORDER OF CRIME 
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L.A. Noire's much buzzed 
about use of MotionScan 
technology lets its charac- 
ters display deeply detailed 
facial animations. The tech 
recognizes subtle move- 
ments, such as shifting eyes 
and furrowed brows, that 
traditional motion capture 
doesn't pick up. While these 
nuanced animations look 
incredible and are integral 
to the game's interrogation 
gameplay, they occasionally 
delve into some "uncanny 
valley" creepiness. 


= Nt V 

L.A. Noire's grisly and graphic 
crime scenes easily earn the title its 
Mature rating. 


While it's certainly not a Grand Theft Auto 
clone with a film noir makeover, L.A. 

Noire does reflect shades of other games. 
Like Mafia II, its open world isn't a do- 
what-you-like sandbox, but an authentic 
backdrop to the critical path; its fleshed-out 
characters recall Heavy Rain's richly real- 
ized cast; and its clue-collecting gameplay 
can be compared to that of old-school 
point-and-click adventures, 


Rockstar built up intrigue for L.A. 
Noire with numerous trailers, but 
it's sweet that it actually makes 
good on the promise of cool 
gameplay. Now if you'll excuse 
me...I have а crime scene to scour. 
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GAME DETAILS AND RATINGS 


L.A. NOIRE 


INFO 

Publisher: Rockstar Games 
Developer: Team Bondi 
Platforms: PS3, Xbox 360 
Reviewed on: PS3 


MULTIPLAYER/ONLINE 
Single-player only 
GENRE 

Adventure 


RELEASE DATE 
May 17, 2011 


SUITABLE FOR 

For gamers who want to 
engage their minds as well 
their thumbs. 


WHAT’S GREAT: 
Ф Thrilling, twisty storytelling keeps 
you engaged throughout 


Ф Authentic setting and environ- 
ments ooze atmosphere and up 
the immersion 

© Scene-investigating, clue- 
collecting, suspect-interrogating 
gameplay 


WHAT’S NOT SO GREAT: 

Ж "Street Crim le missions can 
grow repetitive 

3€ While leaps and bounds above the 
competition, facial animations are 
occasionally creepy 


* Investigate 
* Interrogate 
* Bust bad guys 


OVERALL 
RATING: 
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| I very LEGO game from TT Games has a 
unique feature that sets it apart in some 
| і way. Whether it's the spellcasting in LEGO 
Harry Potter or the RTS-lite battle sequences 
in LEGO Star Wars Ill: The Clone Wars, each 
successive game avoids being a cookie-cutter 
clone of the last that simply switches out differ- 
ent brick characters and settings with new ones. 
TT Games's devotion to quality continues 
in LEGO Pirates of the Caribbean, a LEGO-tized 
retelling of all four movies in the Pirates film 
franchise, including the just-released Pirates 
of the Caribbean: On Stranger Tides. If you've 
played any of the previous LEGO adventures, 
then you know the drill: You (or you and a friend 
in co-op) play through a series of memorable 
scenes from the movies, in which all of the char- 
acters and much of the environments are built 
out of LEGO bricks that can be smashed apart to 
earn "studs." Collect enough studs and you can 
cash them in to unlock over 70 different playable 
characters, clever cheats, and other treasures. 
Not as ambitious in scope as LEGO Harry 
Potter or LEGO Clone Wars, LEGO Pirates nev- 
ertheless makes the most of its yo-ho origins, 
introducing realistically animated sword fighting 
and underwater swimming. Yes, friends, you 
can finally venture into the briny deep without 
instantly dying and 
exploding into a bazil- Bil 
lion studs. In addition, Tr 
characters seem to / | 
be more varied in their 
abilities, with swash- 
bucklers questing 
alongside musketeers, 
builders, and (ulp!) zombies. Figuring out how 
to properly use your group of characters to 
solve different puzzles adds a bit of additional 
strategy to the game. 
After you play through a level іп Story Mode, 
you can return in Freeplay Mode with your choice 
of unlocked characters. Their different abilities 
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THE BRINY DEEP 
WITHOUT DYING 


can solve previously unsolvable puzzles and 
gain access to new areas, which, as in previous 
LEGO outings, greatly enhances the game's 
replay value. Earning a100% complete rating 
should be considered one of those major life 
achievements, like catching all the Pokémon 
or sitting through an 
episode of Jersey 
Shore without blinding 
yourself. 

The one negative 
against LEGO Pirates 
is that the source 
material is whimsical 
enough without the LEGO treatment, making the 
cinematic interludes slightly less satirical than 
they were in the ripe-for-lampooning Indiana 
Jones or Batman. That said, LEGO Pirates is one 
of those goofily creative games that's pure fun 
for the entire family—whether they've watched 


the films or not. © 


into a giz 


A. You'll roll around islands inside bone-ball cages made 
out of skeletons—don't get to say that every day. 


www.atgamermagazine.com 


Even in LEGO form, each character is distinctive. Funny, 1 
don't remember Snooki in the Pirates movies... 


WHICH PLATFORM? 
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Wondering if you can ride 
that hog? Yes, you can! 


7 


P53 XBOX360 Wii PC 
€ 3DS DS 2 г 


EVERYONE 10+ 


ID RATINGS 


LEGO PIRATES OF 
THE CARIBBEAN: 
THE VIDEO GAME 


Publisher: Disney Interactive 
Studios 

Developer: TT Games 
Platforms: PS3, Xbox 360, 
Wii, PC, Mac, 305, DS, PSP 


TAILS Al 


САМ! 


Мау 10, 201 


Scurvy pirates aged 10 to 100 


(C p persse 
е WHAT’S GREAT: 
© Another fun-filled LEGO 


adventure 

«9 Underwater sequences 
and puzzles 

4? So much replayability! 


(X AHAT'S NOT SO GREA 
$€ The Disney movies are quirky 
enough without being LEGO-ized 


Ж There won't be a sequel unless 
Disney makes a fifth movie 


* Swashbuckling 
* Treasure mapping 
* Piratey puzzles 


OVERALL 
RATING: 
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eteran British game developer 
Codemasters has tiptoed a tightrope 
of sorts since it first brought the Euro- 
centric sport of rallying to the gaming world 
back in the mid-'90s with Dirt's great-great- 
great-grandfather, the hardcore-realistic 
Colin McRae Rally. Pure catnip for fans of the 
staggered-release rally discipline, McRae Rally 
inits various guises was nevertheless mostly a 
miss with the unschooled masses. Conversely, 
McRae Rally's successors—Dirt and Dirt 2— 
have been chastised for straying too far 
from the original formula and embracing an 
X-Games "dude party" approach. It's enough 
to give anyone a Goldilocks complex. 
So what's a Codemaster to do? 
Dirt 3 is the answer. In it, the design team 
severely curtails the slacker attitude of its 
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predecessors, offers up so many variations— 
including a heaping helping of "old-school" 
rallies—that no one will feel forgotten, and 
ensures the game scales smartly to the casual 
driver and the die-hard wheel jockey. (Actually, 
it's more the former than the latter—see the 
"Frustration for the Hardcore?" sidebar). 

Load the game for the first time and one 
word springs to mind—ugly. Why Codemasters 
can't design a pretty, sophisticated off-track 
interface is beyond me. But behind the wheel 
it's a whole different world—a beautiful world 
that finally includes weather variables. You'll 
pound through deformable snow banks, 
splatter standing water, endure airborne dust 
and precipitation, and see your headlights 
blaze through the darkest of nights. Crazed 
rally spectators sprint across the track in front 


sS -—-— i v 


of you and react at key moments. Check out the 
replay to see just how perfectly cars react to the 
terrain and to each other—an assembly of parts 
that bend and break and move independently— 

then upload your faves to YouTube. 

From the claustrophobic confines of a 
tree-lined Finnish stage rally to the wide open, 
multicar Rallycross at the L.A. Coliseum, the 
new stunt-mad derivative "gymkhana," and the 
numerous multiplayer options Codemasters 
has now unveiled, Dirt 5 is certainly one of 
the most versatile racers on tarmac. Or dirt. 

Or whatever. During forays through its career 
mode (the "Dirt Tour"), you can expect to drive 
virtually every form of vehicle that's ever rallied: 
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buggies, trucks, relics from the '60s and '70s, 
the occasional Mini, and, of course, current 
high-end cars. And you can tailor competitor 
difficulty separately from driver aids and 
realism, which adds to the fun. 

Is it cool that you can use the new, godlike 
"Flashback" feature to re-race sections 
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you've severely screwed up? Is it cooler still 
that Al-controlled drivers are prone to human 
error, spinning out independently of you? Yes 
and yes. Granted, the game is criminally slow 
when loading and unloading events, but it's 
otherwise the best Dirt yet. And that's saying 
a whole lot. © 


Y DiRT 3 is a demanding balance of 
raw power and delicate hand 


MULTIPLAYER BONANZA 
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Publisher: Codemasters 
Developer: Codemasters 
Platforms: PS3, Xbox 360, 
RE 

Reviewed on: Xbox 360 


May 24, 2011 
Speedoholics, particularly 
those who favor 
“alternative” racing 


© Highly scalable to all levels of 
drivers 

© Superb depictions of weather 
and time-of-day variables 

© Codemasters finally goes hog 
wild on the multiplayer front 


IHAT’S NOT Г: 
3€ Sluggish event loads/unloads 
3€ Unsightly off-track interfaces 
3€ Authenticity nuts may wish 

for a bit more realism 


* Versatile 
* Unique 
* Battered 


OVERALL 
RATING: 
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у Dirt isn't always about..dirt. And here 
is the high-speed tarmac evidence. 


M + The Dirt 3 replay suite delivers 
BE stunning, YouTube-uploadable per- 
spectives of each and every event. 


Dirt 5tries to be all things to all drivers, and 
generally hits the mark. But | wonder if ardent 
simulation fans may be somewhat disap- 
pointed. The game's new weather elements, 
for example, don't impact grip as much as 
they should. Its physics model is decidedly 


more responsive than a real car, and dying AN DY = ДҮ S s B 


automobiles don't belch engine smoke. And ] | 


hey, some of us would like to choose our own Codemasters makes slick 
tires, thank you very much. 


progress with its latest Dirt, 

and when you're watching others 
race, it's easy to forget you're 

Y Dirt 3's snow isn't quite as slip- P viewing CPU-manipulated pixels. 


регу as I'd like, but otherwise it's a 
beautiful thing. 


Y The guy on the left is clearly 
trying to cosplay as his car. 
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A LEGEND REBORN. 


A LEGION UNITED. 


Themes PC 
DVD-ROM 
[SOFTWARE] 
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© 2011 SQUARE ENIX, INC. All Rights Reserved. Developed by Obsidian Entertainment, Inc. DUNGEON SIEGE is a registered trademark of Square Enix, Inc. SQUARE ENIX and the SQUARE ENIX logo are registered trademarks or trademarks of Square Enix Holdings Co., Ltd. 
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+ The combat casual look is completed 
nicely with the UV-tinted shades and 
khaki cap. Form and function! 


ШШЕН пе SOCOM franchise means а lot to the 

Tom During the PS2 era, the first 
title in the military action franchise built 
up respect for what Sony could do with online 
multiplayer. Realism and a focus on strategy 
and tactics created a dedicated fan commu- 
nity—one that loved that a single shot could 
take out a blundering opponent. Still, SOCOM 
always took criticism for the overall blandness 
of its single-player campaigns, especially when 
compared to its competitors' dramatic stories 
(prime example: Halo). 
So, when development studio Zipper 

Interactive returned to the series it created, 
it focused on improving the story and game- 
play for SOCOM 4's solo portion. And the new 
installment's narrative does feel more tense 


and meaningful than in previous SOCOM games, 


where it felt like you plodded from objective to 

objective without really caring about the stakes. 
You play as Cullen Gray, a NATO Commander 

trapped in a war-torn Southeast Asian country 
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during a bloody coup. Your SEAL team eventu- 
ally joins up with two South Korean soldiers, 
and there's tension as everyone learns to work 
together. Playing as an endangered squad with 
no support in enemy territory, you'll feel the in- 
fluence of such movies as The Hurt Locker. (The 
Bomb Squad multiplayer mode drives the point 


UNFORTUNATELY, 
THE GAMEPLAY 
LACKS URGEN ICY 


AND FEELS DILUTED 


home even more.) If SOCOM 4's storyline was 
graphed on a chart with other SOCOM games, 
it'd have more peaks than its predecessors. 
Still, for all the story tweaking, tactical 
gameplay is where SOCOM typically stands out. 
It adds stealth—four missions (out of 14) have 


you sneaking about—but mostly you're still 
commanding a pair of two-soldier squads to 
carefully pick your way to objectives scattered 
throughout levels. SOCOM 4 looks great, too; 
dynamic lighting, great character animations, 
and detailed textures create a believeable 
world. A rousing soundtrack by Battlestar Ga- 
lactica's Bear McCreary gives everything a more 
urgent feel. 

Unfortunately, SOCOM 4's gameplay lacks 
that urgency and feels diluted, Simplified squad 
command ups the adrenaline and opens the 
game to new players, but diminishes the depth 
that longtime fans cherished. Similarly, adding 
а cover system and regenerative health lessens 
the care and planning previous SOCOM games 
required,which is sure to annoy the faithful. 
SOCOM 4's overall problem comes from feeling 
a step behind the Call of Duty, Crysis, and Halo 
franchises. In trying to lure fans from elsewhere, 
Zipper risked losing its existing ones. That's just 
not a good strategy. 
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Sometimes, well- 

intentioned plans 

go awry, It seems that the 
concept was to open up | 
SOCOM 4's gameplay, but the | 
end result may in fact drive 
off some dedicated followers. 
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The two-man tandems that you control each specialize in 
a different type of engagement. You use the D-pad to issue 


x 
a 
= orders to the fireteams: Press right for Blue (who are best for 
А Guys always watch your back in close-quarters combat) or left for Gold (when you need rounds 
; SOCOM 4. It's a little creepy. 


of suppressing fire and have faraway sniper targets). 


Af explosives tectis 
the team's anchor— 
he weighs a ton and 

needs to be dragged 
everywhere. 


BLOWED UP, SIR! 


In the tense Bomb Squad online mode, one player gets randomly thrown into the role of an 
explosives technician—who is clad in a bulky protective suit. While the tech slowly moves 
across the map, teamm: try to protect them from the opposing squad's fire as the tech 
defuses each bomb. You'll need careful strategy to win each round, but the bomb tech's not 
completely defenseless. They wield an automatic shotgun for fragging anyone who tries to 
get too close, and their heavy armor makes them harder to take down. 
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SOCOM 4: 

U.S. NAVY SEALS 
INFO 

Publisher: Sony Computer 
Entertainment 


Developer: Zipper Interactive 
Platforms: PS3 


Up to 32 players compe ме 
and 5-регѕоп со-ор online 
GE 

Third-person tactical shooter 
RELE DATE 

April 19, 2011 


SUITABLE 
Fans of aggressive foreign 
policy, military action, and 
intra-squad tensions 


WHAT’S GREAT: 

9 |f you've got a 3D-capable TV, 
the game's environment pops 
with depth and detail 

© More cinematic feel than in 
previous SOCOM games; better 
focus on characters, plot, and 
camerawork 


WHAT’S NOT SO GREAT: 
3€ Playing SOCOM with the Sharp 
Shooter will just make your 

arms hurt and your head ache 


* Gains simplicity 
* Loses depth 
* Don't move! 


OVERALL 
RATING: 
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eee „if you wantan even tougher challenge 


v Does he look so worried because of 
the lady with the knife, or because he 
just zipped up too quickly? 
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PARK AND WRECK 
SOCOM 4 adds a female warrior to the mix for the first time. Codenamed "For- 
ty-five," South Korean soldier Park Yoon-Hee will be your player-character 
inthe game's stealth levels. She's even got two PlayStation Trophies for you: 
You'll earn them if you can avoid being spotted by an enemy during a mission 
and can take out 45 baddies from the shadows. 


It's great that hardcore titles such as the Sharp Shooter peripheral, things 
SOCOM 4 come with Move support, but gets even more complex. You'll need to 
playing a fast-paced game like this with relearn all of the button placements— 
the motion controller will only frustrate and even then, simple actions, such as 
most players. Like Killzone 3 before it, reloading or taking cover, feel too clunky 
SOCOM 4 allows for a high degree of to execute consistently. Yes, limiting 
customization of the Move controls, Move to casual motion gaming gets 

but it'll take many annoying rounds of boring, but it's integrated too awkwardly . 
trial and error to figure out your sweet in SOCOM 4. Sony should create a 
spots with things like camera speed and ^ hardcore action game built specifically 
movement sensitivity. When you mount around the Move and Sharp Shooter 
the Move wand and nav controller into peripherals. That might just be fun. 
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Шү m © 2011 Blizzard Entertainment, Inc. All rights reserved. Warcraft, World of Warcraft and Blizzard Entertainment are trademarks and/or registered trademarks 
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he MotorStorm series has always had an 

anarchic, rebel vibe, but this time it may 

have outdone itself. Instead of a desert 
mesa, tropical island, or some other dangerous 
off-road racing spot, MotorStorm Apocalypse 
is setinthe heart of a nameless city (clearly 
based on San Francisco) in the throes of a 
massive earthquake that's about to pitch the 
whole place into the sea. The populace has been 
evacuated (apart from a few rioting stragglers 
called the Crazies...whom you'll run over a lot), 
the buildings are abandoned, and the collapsed 
infrastructure has created a perfect environ- 
ment for suicidal racing at impossible speeds. 

It's not long before the MotorStorm festival 

shows up and declares the city its own. Told 
through cheesy "motion-comic" (read: barely. 
animated) cut-scenes, Apocalypse's story is 
split into three segments, each focusing on a 
different racer—stowaway Mash, hotshot Tyler, 
and MotorStorm founder Big Dog—and each 
presenting a different difficulty level to the 
player. Each story gives a different perspec- 


€ 
Apocalypse's racers are actual 
characters this time around, 


complete with unique appearances, 
personalities, and storylines. 


One last party before it all falls dawn • Words: Mikel Reparaz 


tive on the same timeline (with different racing 
events), beginning with a low-pressure ride 
into the city and ending with a desperate race to 
escape the Big One. 

Questionable cut-scenes aside, Apocalypse 
is highly polished, and its dynamic, collapsing 
ruins look amazing, even when you're roaring 
past them at seemingly hundreds of miles an 
hour. While the Story Mode picks your rides for 
you, there's a decent variety of event types to 
keep things from getting too repetitive, and the 
city's huge, diverse race courses are packed 
with multiple pathways and hidden collectibles. 

However, the tracks are also strewn with 
tons of crash-causing debris that's some- 
times impossible to avoid at high speeds. As 
rewarding as slipping through tight spaces can 
be, constantly crashing isn't fun—and it Бе- 
Comes a serious irritation once you break into e 
higher-level circuits, where the difficulty spikes 
erratically. Even at its most infuriating, how- 
ever, Apocalypse's raw speed, 
demolition-derby combat and 
high-risk exploration will keep 
most players hooked for the 
complete ride. 
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Motorcycles are fast and agile, but 
spectacularly easy to crash. 


A LOOK BEHIND THE SCREENS \\ 


If Story Mode isn't for you, you can get a free- 
form MotorStorm experience from Wreckreation 
Mode—but stick to its excellent online and offline 
multiplayer races. A lack of real progression makes 
the customizable solo races kind of dull, although 
they're good for practicing on unfamiliar vehicles. 
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DRIVE FOR SHOW...TURBO FOR DOUGH 


Supercars are a nice break from 
MotorStorm's ATVs and trucks. 


E co 


Apocalypse's U.S. release was 
delayed by the earthquakes and 
tsunami that ravaged Japan in 
March, but it'll take months for 
the country to dig out. You can 
help by donating to the Red Cross. 


J RATINGS 
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MOTORSTORM 
APOCALYPSE 


NFO 

Publisher: SCEA 

Developer: Evolution Studios 
Platforms: PS3 


MULTIPLAYER/ONLINE 
Up to 4 players local; up to 16 
layers online 

GENRE 

Racing 

RELEASE DATE 

May 3, 2011 


SUITABLE FOR 
Speed freaks with an appetite 
for destruction 


TAILS A 


© Quake-ravaged tracks are fun 
to explore 


Ф Sense of speed is fantastic, 
even on an ATV 


Ф Good variety of race types and 
tracks to ride 


3€ Crash-heavy gameplay can get 
awfully frustrating 


3€ Motion-comic cut-scenes are 
disappointingly cheesy 

ж Uneven, sometimes unfair 
difficulty spikes 

* Toppled buildings 

• Turbo boosts 

» Constant danger 


OVERALL 
RATING: 
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Issue 10 


AS | VEERED 
BEENNAENT 
та IJ 
MY ACCIDENT. 

) b 


You'll be grinding more than gears 


he last time | rode an ATV, | wound up in 

the hospital with two fractured ribs, a 

punctured lung, and a lacerated spleen. 
I've ridden motorcycles most of my life, and 
foolishly thought a quad would handle the 


same. Saying | was wrong is an understatement. 


I hada similar experience in MX vs ATV 
Alive; my first quad race reminded me just 
how much less maneuverable ATVs are. After 
nailing the holeshot, | felt control slip away 
as | barreled down the initial straightaway. 

As | veered offtrack, I had flashbacks to my 
accident and winced as | remembered quads 
require a bit more finesse. However, nimbly 
flicking my bike into a turn and fanning the 
clutch for a speed boost felt like second nature. 

Alive's physics are its greatest asset, but 
learning how to use them without the aid of 


Issue 10 


+ I'd hate to do his laundry... mud 
stains are murder to wash out. 


ALIVE 


Words: Timothy J. Seppala 


a tutorial takes a few times around the track. 
Because your avatar's body controls separately 
from the bike, not leaning into a corner or pull- 
ing back on the handlebars before a big jump 
can result in failure. On the lower difficulty lev- 
els you can get away with this, but bumping the 
Al above Pro will punish you for your mistakes. 
Instead of a standard bronze-or-better 
progression system, new races unlock through 
earning experience points. New tracks don't 
open until you hit Levels 10 and 25, meaning 
you have to grind through the same scant few 
courses for hours (expect around three hours 
to hit level 10) before you'll see new content. 
Or, you can buy new tracks or an unlock-all 
code from the in-game store with real money. 
What bothers me is that THQ seems to have 
deliberately handicapped the out-of-the-box 


experience to force the consumer into buying 
DLC..or face a monotonous slog. 

Unlike 2009's Reflex, Alive eschews the Tag 
and Snake minigames for standard races and 
afew free-ride areas. While bombing around 
sand dunes and a rock quarry with buddies 
might be fun in real-life, it's mostly boring 
here, given how desolate the areas are. Sure, 
you can compete for a high trick score, but the 
sandboxes themselves don't feel tailored more 
toward goofing off than busting crazy air. 

Alive has some cool tracks available after 
Level 10, with huge jumps and areas allowing 
for full-tilt speed. just wish they'd been placed 
earlier to make the XP push alittle easier to 
bear. The preponderance of walled-off content 
didn't entice me to want to grind for new stuff. It 
mainly left a bad taste in my mouth. 
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| | + Tracks deform as races go on, but it 
doesn't affect handling much. 


rf -3 XBOX360 


MX VS ATV ALIVE 


INFO 

Publisher: THQ 
Developer: THQ Digital 
Studios Phoenix 
Platforms: PS3, Xbox 360 
Reviewed on: Xbox 360 


MULTIPLAYER/ONLINE 
Up to 2 players local; up to 12 
players online/system link 
GENRE 

Racing 

RELEASE DATE 

May 10, 2011 


SUITABLE FOR 
Motocross followers; patient 
penny pinchers 


KEEP YOUR HEAD UP 


GAME DETAILS AND RATINGS 


Later tracks allow for all-out speed and insane jumps, 
but all of the tracks could use more personality. 


© Sweet physics system 
Ф Killer bike sound effects 


Helpful hint: Hold the clutch at the starting line for a 
boost of speed when the gate drops. WHAT'S NOT SO GREAT: 
Ж Grinding for new content 

% Buying new content 


% Scattershot track design 


(O cr MHAT’S GREAT: 
= e 
| 


| 
€ 
| 
| 
| 
| 
| 
| 


MAIN MENU 


Clearing jumps requires careful rhythm and timing. 
Make sure to preload your suspension, ae • Mud 


• Hostage 
рото НА Ep 


ym 
a Though it does have ae 
am a lower price tag than 8 OVERALL 
most "new" games, it's unfortu- | RATING: 
From the main menu, you can track your personal nate to see the lack of improve- | (&(&(&) G) @ 
and bike experience points, and check out what rider : 
лге active ment going from MX vs ATV 
Reflex to Alive. 


X 
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+ Mason's the perfect metaphor for 
Armageddon: He's boring and inconsistent. 


ch Dyer 


еј Words: p 


magnet gun's anchor inside a structure and 

then shoot the insect with an attractor round. 
These north/south markers pull chunks of metal 
and stone toward the target, and the result is a 
spectacular display of opposites-attract over- 
kill. The mess crashes through a house before 
crushing the creepy crawler. | use the Nano Forge 
attachment to repair everything | just tore to 
pieces. After the world rebuilds itself through 
sci-fi sorcery, | destroy it again. 

Moments like these really make Red Faction: 
Armageddon. It opens strong on the surface 
of Mars, generations after the events of the 
superb Red Faction: Guerrilla. A few minutes 


Issue 10 \\ June 2 


j 've had enough of this bug. | shoot my 


after hurling walls toward my enemies, though, 
I'm sent somewhere with a ceiling. Catastrophic 
events send everyone underground where 
narrow paths are carved into caves and build- 
ings are sparse. If you're unfortunate enough 
to accidentally unleash an alien horde upon the 
remaining survivors (and you will be), the journey 
to saving the world is painfully straightforward. 
Blame Darius Mason, the dull descendant of 
Guerrilla's Alec, for these disasters. His bipolar 
behavior mimics his magnet gun and his tough 
guy attitude is broken by witless sarcasm. Dumb 
jokes don't jive with whining about how hor- 
rible you are for ruining everyone's life—figure 
out who you are before opening your mouth, all 
right? Mason and his supporting cast actively 
take away from the excitement of annihilating 


ОЕА ^» 


aliens, but the aimless story and its plentiful 
plot holes are even harder pills to swallow. 
Nothing kills my motivation like confusion, and 
Armageddon is gibber-rich. 

Ambition's out the window, actually. 
Armageddon ditches Guerrilla's open-ended- 
ness for over-the-shoulder corridor shooting—a 
jarring change that severely hurts the combat 
scenarios. For the first few hours, some of the 
aforementioned magic moments prevent the 
generic, head-on action approach from steril- 
izing the entire experience. But Armageddon's 
back half leaves behind that sporadic greatness 
in favor of funneling Mason through infested 
tunnels until everything's dead. 

This progression reveals how derivative and 
void of original ideas the game truly is. Fun with 
physics saves it from completely suffocating on 
its own lack of ambition, but Armageddon dete- 
riorates faster than the Nano Forge can fix it. © 
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+ My sledgehammer love affair couldn't 
last—not while a rocket launcher filled 
the same weapon slot. 


EXO-LLENT 


Mason's not exactly short on supplies when it comes 

to making a Martian mess, but nobody stands a chance 
when he comes across the odd vehicle. Bombing around 
the underground in the exo—shorthand for "walking 
robot suit with missiles and a machine-gun"—is about 
as empowering as one might expect. The mech is nearly 
indestructible, packs a fierce punch, and can straight-up 
sprint through structures. Later in the campaign, Mason 
pilots bigger, similarly ruthless walking tanks with 
increasingly rad weaponry. Sure, hammering buildings with 
rockets early on is one thing, but the best way to rip bug 
nests apart? Napalm laser. 


+ Bastion, the underground's makeshift 
capital, takes a serious wallopin'. 
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PSS. XBOX360 PC 


RED FACTION: 
ARMAGEDDON 

INFO 

Publisher: THQ 

Developer: Volition 
Platforms: PS3, Xbox 360, PC 
Reviewed on: PS3, Xbox 360 
MULTIPLAYER/ONLINE 
Up to 4 players online 
GENRE 

Third-person shooter 


ORIGINALITY, ABANDONED 

Gears of War 2 made fighting unending waves of enemies cool again, and every game under the 
RELEASE DATE sun seems to have embraced the survival revival since. Armageddon's Infestation Mode is the sole 
June 7, 2011 means of multiplayer here—Guerrilla's online, good as it was, went mostly ignored. This co-op 
SUITABLE FOR mode is typical: Grab guns, bring buddies, kill everything. It works, sure, but its inclusion is another 


Anyone who thought Guerrilla confession of creative bankruptcy. Armageddon's apparent goalis to be like everything else. 
wasn't enough like Gears of War 


S5NILV8I ОМУ 519190 М 


> Don't get too comfy behind cover; 
enemies can destroy stuff, too. 


Devastating weapons utterly 
obliterate environments and 
enemies 


Magnet gun encourages creative 
approaches to combat 


Rebuilding huge areas only to 
rip ‘em apart again 


3€ Abysmal story, characters and 
writing 

% Dull first half... 

3€ ..and an intolerable second half 


* Mediocre 
* Step backward 
e Fun physics 


Armageddon's magnet gun is a tough tool When a new game in an 
to explain properly. Think of Portal's portal existing franchise arrives, you 
projector and Half-Life 2's gravity gun. The expect it to build on the series's 
first shot acts as the anchor and the second А 

its attractor. The anchor yanks the two to- epe cue eec Sadly, RF: 
gether and makes a sandwich. There! Simpler Armageddon doesn't seem de- 


than expected. signed to surpass RF: Guerrilla. 


OVERALL 
RATING: 


aaaea /5 
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Ps3 XBOX360 Wii 
3DS DS 


Thor might look ferocious, but 
he's a one-trick pony: 


GOD OF THUNDER 


Publisher: Sega 

Developer: Liquid Entertain- 
ment (PS3, Xbox 360), Red Fly 
Studios (Wii, 3DS, DS) 
Platforms: PS3, Xbox 360, Wii, 
3DS, DS 

Reviewed on: Wii, DS 


TAILS 


ABD CoE 
| ww EN HUNDER 


Thunder claps...but few others will 


Single-player only 


САМ! 


Action-adventure 


hen a videogame is set to release However, few things can protect you from the May 3, 2011 (except 3DS; 
alongside an upcoming blockbuster huge hammer of boredom that Thor soon drops. release date to be announced) 
movie, it generally doesn't make The levels don't give you any sense of being a god; 

for a good time. Unfortunately for us, Thor and they don't provide you with much opportunity: Only the most hardcore 

unapologetically continues that tradition with a Wii to do anything outside the box. Sure, jumping up Thor fans 

title that's far from great, and features only a few and down massive cliffs can occasionally provide 

redeeming qualities. enough stimulation to make you feel as if you're” 


Playing like a poor man's God of War, Thor puts traversing a spacious world, but in the end it's just 
you against massive crowds of enemies which you, not enough to make this rock 'em, sock 'em god Ub Lem eS SS Sra. 


with the help of your trusty hammer Mjolnir, tearto ^ simulator endorsable. 2 | 
bits with relative ease. In an admirable attempt to To top it off, the graphics and voice acting won't О % Inventive combo system 
help mitigate some of the boredom associated with ^ likely get you even the least bit excited w continue — © Talent specialization adds an extra 
tearing down droves of easily slain opponents, Thor your quest. Sure, Thor's graphical limitations could й {асе! 
implements solid combo and talent systems that be blamed on Wii's hardware, but that won't fly $ 
can help break up the monotony of beatingupwave after seeing what Wii's capable of in such games as d ( x 
after wave of enemies. Super Mario Galaxy 2. f 3 Ж Boring, repetitive combat 
Е & $3 3€ Shoddy graphics, even for the Wii 
POCKET-SIZED DISAPPOINTMENT ~ | ENO multiplayer 
Thor on DS has some pretty concrete fundamen- j 
tals, but the unbelievably easy enemies, simple О LL PA M MN 
side-scrolling levels, and difficult bosses make an ЩЩ" ВУ q "uoc БЕИ 
adventure that only those dying for a new platformer 
could want. While the DS may be aging, there are rea | à in 
myriad other games far more worth your time. р Bp e Mjolnir! 
OVERALL RATING: 2.5 LE aA * Betrayal 
: в > * Yawn 
I've given up expecting that a Ё OVERALL 
“movie game" will be engaging RATING: 
and fun. Though occasional sur—~ $939 
prises are released, 5 


, MEET 
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ESRB 


DARKSPORE 


5 IIv130 3/AVO 


Publisher: Electronic Arts 
Developer: Maxis Software 
Platforms: PC 

YER/ONLI 
Up to 4-player co-op or 
competitive online 


Action-RPG 


SONE 


April 26, 2011 


Action-RPG fanatics who 
simply cannot wait for 
Diablo IIl 


WHAT’S GREAT: 
© There's a Genetic Hero variant 
for everybody 


© More loot than you could 
shake a plasma cannon at 


*9 Bright, beautiful level designs 


WHAT’S NOT SO GREAT: 
Ж The story is dull 


3€ The mission structure never 
changes 


3€ You've probably seen all of this 


* Alien Diablo 
* Lootmonger 
* Well-trod ground 


OVERALL 
RATING: 


Words: Jordan Baughman 


arksporeis an offshoot from developer 
Maxis Software's ambitious Spore. Instead 
of attempting to reinvent the wheel, Dark- 
spore is a simple action-RPG that relies entirely 
on tried-and-true gameplay. Sadly, this lack of 
innovation mars it with a "been there, done that" 
vibe. If you're a fan of the Diablo series this game 
will come across as too familiar, too quickly. 

The plot is basic sci-fi tripe, but it serves its 
purpose for driving you forward. Commanding a 
three-strong team of Genetic Heroes, you must 
travel to six worlds (each consisting of four chap- 
ters) and eradicate the Darkspore threat. The game 
is beautiful, with bright colors and unique looks for 
each world; however, this personality is smothered 


There are 100 different Heroes to unlock as 
you go through the campaign. Each Hero 
has a Genesis Type (Cyber, Necro, Bio, Plas- 
ma, or Quantum), which is strong or weak 
against specific others. Likewise, each Hero 
has a class (Sentinel, Ravager, or Tempest), 
so there are plenty of flavors to choose from. 


by a boring static mission structure. The mission 
never changes from "kill everything." 

Darkspore's greatest strength would have to 
be its treasure system. Collecting the countless 
items, weapons, armors, and body parts to cus- 
tomize your Hero with can be addicting. Darkspore 
is alootmonger's dream. You can also customize 
virtually every aspect of your heroes, including 
size, shape, and color. 

Darkspore can be a nice distraction for action- 
RPG fans in need of a fix. While the game isn't any- 
thing amazing, there really isn't that much wrong 
with it either. The gameplay is incredibly solid and 
the loot system will keep you playing a good hour 
or two longer than you might normally expect. 


w 


Does this ability to fire death lasers come 
from your mom's or your dad's side? 
iS 


ANDY SAYS: 
а 


Darkspore is a wild spin away from 
Spore, especially given the fact that 
most sequels are similar to the 
original. But not this one! 
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Ps3 XBOX360 Wii 


VIRTUA TENNIS 4 


Court is back in session for the latest in Sega's tennis franchise • Words: David Chapman 


ard to believe that it's been more than 10 
= years since gamers got their first taste of 

Sega's Virtua Tennis series. And it's even 
more surprising that, in an era when most publish- 
ers are content to crank out yearly installments of 
their sports franchises, Virtua Tennis has had only 
three (excluding Sumo Digital's VT3 remake, Virtua 
Tennis 2009). Now, with developer AM3 back at 
the helm, Virtua Tennis 4 is taking a swing at the 
competition. 

VT4's most interesting gameplay element is 
its new Match Momentum system. Whether you're 
filling the shoes of one of the game's roster of 21 
real-life pros or taking your custom creation out on 
the court, every character has a particular style of 
play. Some are Heavy Hitters who power their way 
through matches, while others may constantly mix 
things up with the Varied Shot trait. By playing to 
a character's strengths, you charge up a Momen- 
tum gauge, which can in turn be used to execute 
a power shot with a single button press. It's a cool 
feature that'll keep fans trying out all aspects of 
VT4's gameplay. 


The Virtua Tennis series has always been 
known for its intuitive gameplay. That all goes 
out the window, though, when it comes to 
VT4's optional motion controls. Trying to play 
the game via Kinect is akin to playing a game 
of drunken handball, due to poor response 
times and the awkward visual shift to a first- 
person perspective. 


4 Match Momentum actually makes . Е = à 
“playing to type” a good thing. Í 5 1 ? = ae 
i Ta ja 2 
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Even with its strengths, VT4 is not without 
faults. The action is smooth, but the characters 
look wooden moving around the court. There's 
also a noticeable lack of details. Sure, there's not 
a lot of glitz on a tennis court, but that makes it all 
the more important to put some polish on what's 
there. Finally, the optional motion controls leave a 
lotto be desired. 

Virtua Tennis 4 may not be an overhead smash, 
but the game is still a solid contender to take the 
gaming Grand Slam honors from its competition. 
Sega should be game, set, and match with fans. 


4 "There you are, my little yellow nemesis. | shall smite 
thee with all that my Racquet of Reckoning can muster!” 


Match Momentum is a nice 
feature, proof that the Virtua 
Tennis series is evolving and 
innovating. However, there's still 
more that could be done to make 
VT4 into a premier tennis sim. 


TUER fA ^ 
e 


TAILS 


GAMI 


EET: 


VIRTUA TENNIS H 


Publisher: Sega 

Developer: Sega AM3 
Platforms: PS3, Xbox 360, Wii 
Reviewed on: Xbox 360 


Up to 4 players local or online 
Sports 
May 10, 2011 


Wimbledon wannabes looking 
to take their tennis game off the 
table 


© Match Momentum encourages 
players to develop their own 
play styles 

© Minigames and multiplayer 
make for a great party game 

© Excellent response when using 
the standard controls 


3€ "Fault"-y motion controls 


3€ Character animations are stiff 
and wooden 


3€ Long load times 


* Better than Pong 
* Party time 
* Mindthe furniture 


OVERALL 
RATING: 
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COUNTRY DANCE 


isburu 
Publisher: GameMill Entertainment * Developer: High Voltage Software 
Platforms: Wii 


reviews: 


Of course, size doesn't matter. 
These games are more than worth ( 5 
your attention. Country music is, without a doubt, one of the most popular forms of 


musical entertainment today. So, it makes sense that there would be a 
dance game aimed at those who choose to groove to twangy southern 
tunes. Enter Country Dance, a simple game that will let you live out 
your boot scootin', line-dance fantasies in the comfort of your home. 
After loading the disc into the Wii, | had a legitimately good time. 
Sure, | wasn't a huge fan of all of the songs, but the game (which 
plays exactly like Just Dance 2) has its fair share of charm. All of the 
more than two dozen songs are unlocked at the start, dance moves 
(delivered via the Wii Remote) are demonstrated in an easy-to-grasp 
manner, and you can play with up to four of your friends. It may not be 
as fun to play solo, but for a group of friends it's a very solid option. 


OVERALL 
Up to 4 players local RATING: 
Dance 
March 29, 2011 
шш шш Crooners that can't croon G 


¥ Passing isn't entirely accurate..just close enough. 


PRO EVOLUTION р 
SOCCER 2011 3D = mee 


Words: Mitch Dyer 
Publisher: Konami • Developer: Konami Platforms: 305 


With console games, we often settle for less because a superior 
alternative isn't available yet. While waiting for EA to clean Konami's 
footy clock, as its FIFA games have these past few years, I'm stuck 
with Pro Evolution Soccer 2011 3D. Here's the kicker, though: Hooli- 
gans reluctantly obligated to pick it up will find themselves enjoying 
the best PES title since its heyday on the PS2. 


Problemis, it was only great when! ditched the stellar-looking 3D. 
The default cam presents the huge pitch wonderfully, but it spins so 
madly following the ball that it's impossible to keep track of where 
your guys are and who you're controlling. Once the POV is tolerable, 
PES is a quick-paced soccer game, even if the teammate AI lacks. Too 
bad that the 3D's out the window when the game plays best. © 


MULTIPLAYER/ONLINE OVERALL 
2 players local RATING: 
A GENRE Sports BEE 
"Dec 2011 b SN 
Mrs ү March 27, 2011 
Б, 2 SUITABLE FOR 


Uh..footy fans, of У 
course овое 
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+ The black, white, and red motif masks otherwise bland graphics. 


JE" MAYHEM 3D = 


Wards: Timothu J. Seppala 
Publisher: Rombax Games • Developer: Left Field Productions • 
Platforms: PS3, Xbox 360 (Reviewed on PS3) 


Finding a means to work within a budget (and not have it be obvious) 

is commendable. Mayhem felt this way to me at first, and its styl- 

ized bloody newspaper visuals and pulp comic-book presentation 

was charming (wear the included red-and-blue 3D glasses for added 

schlock!). But digging deeper reveals there's not much... well, depth. 
The junkyard escapees all feel the same, and a majority are just dif- 


ferent paint jobs on aging jalopies. Even after cranking the difficulty, Al 
opponents don't put up much of a fight, and reaching first place never 
felt like an accomplishment on the simplistic courses. Sadly, cars bomb- 
ing around the track the wrong way elicited little more than a yawn. 

Mayhem wants to feel dangerous, but once the green light drops it 
can barely get out of its own way. © 


= — = "| MULTIPLAYER/ONLINE 
MAYHEM 8 players online or system OVERALL 
GS < link; 2 players local RATING: 
Er. AD GENRE Demolition racing 
d x RELEASE DATE 
March 25, 2011 
SUITABLE FOR 


The colorblind; those who 
excite easily овееве 


= DEAD OR ALIVE 
DIMENSIONS 


Words: Craig Harris 
Publisher: Tecmo Koei + Developer: Team Ninja = Platforms: 305 


Dead or Alive Dimensions combines the great fighters from the four 
previous titles into a celebration of what made the series a success 
over the past decade or so. The enormous roster of muscular guys 
and voluptuous women have returned along with the fast-paced, 
combo-heavy 3D fighting mechanics, which play out beautifully on 
the 3DS's display. The game is made for beginners and veterans alike 
with a great single-player mode that combines the full backstory v Rickety rope bridges: serving videogame action sequences since 1982. 
with an in-depth tutorial. Like Capcom with SSF4, Team Ninja has " = 7 

poured an amazing amount of effort into this portable rendition. 
DoAD supports nearly all of the system's bells and whistles: local and 
Internet multiplayer, StreetPass data trading, and even a slick mode 
where you can take 3D photos of the game's characters. © 


npero ок mv  MULTIPLAYER/GNLINE OVERALL 
Bimensions 2 players local or online RATING: 


ВЕ Fighting 


May 24, 2011 
305 fight fans who are ` Z 
Street Fightered out JAQA 
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EVERYONE 


NAV L 
Words: Lizzie Cuevas 
Publisher: Ubisoft • Developer: Ubisoft « Platforms: 305 


Ж *" When it comes down to quintessential platformer components, Raving 
Rabbids: Travel in Time 3D has them all: jumping, enemy thwacking, coin 
collecting, and, yes, side-scrolling. But what the latest Rabbids does 
differently is that it is, in fact, 3D, taking advantage of the 3DS's screen 
technology to add layers and depth to "traditional" Rabbids levels. 
While Rabbids 3D is solid, with simple jumping and "thwacking" 
controls, it's easy to go through quickly. Each level takes no more than 
10 minutes to complete—and if you choose to replay one for a time- 
trial score, it won't add much more time. It's also highly forgiving and 
generally unchallenging, with enemies that are few and far between, and 
mostly easy to defeat. Rabbids 3D only gets slightly more difficult (and 
interesting), so platformer vets will have few troubles here. © 


| MULTIPLAYER/ONLINE OVERALL 
Single-player only RATING: 
NRE Platformer 
| RELEASE DATE 
| April 10, 2011 
| SUITABLE FOF 


9 Kids, mostly 


TOM CLANCY'S T 
SPLINTER CELL 30» 


Wo а 
Publisher: Ubisoft + Developer: Ubisoft Montreal + Platforms: 305 


The most alluring aspect of a Splinter Cell game is the sense of 
power it gives me over my prey. Splinter Cell 5D stripped that 
away, making me feel less like a neo-tech ninja and more like a 
clumsy purse-snatcher. 

In previous SC outings, it felt like the only thing hindering me 
was my imagination. Not here. The 3DS's screen feels too small, 
mainly due to a camera that's never in the right position, whether 
you're offing enemies or shooting out lights to create cover. Ӯ In-game objectives and a single goggle mode are lifted from SC: Conviction. 
Grabbing an enemy is trial and error, and | alerted guards more Io e J 
often than not when I tried. È Ay © 

1 was never sure of myself with SCSD. | always felt like a victim, k Í 
not a hunter—which defeats the purpose of a stealth game. © 


MULTIPLAYER/ONLINE OVERALL 
Single-player only RATING: 
GENRE Third-person action 

| RELEASE DATE 
April 10, 2011 
SUITABLE FOR 


Those absolutely dying for 
Chaos Theory on the go © © © © © 
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EVERYONE 


PATAPON 3 


Words: Andrew Hayward 
Publisher: Sony Computer Entertainment * Developer: Pyramid/ 
Japan Studio + Platforms: PSP 


Patapon remains sensationally unique in its third iteration, tasking 
you with tapping out tribal beats to motivate your kooky warriors to 
march and attack, Flashier visuals and songs punctuate Patapon 3, 
as do added customization (such as swappable classes and un- 
lockable abilities), but otherwise it feels delightfully familiar. 

Sadly, ill-explained menu features and recurring difficulty 
spikes—which force you to replay completed stages to boost 
your skills—can lead to bouts of frustration. And though the new 
online play options add a worthwhile wrinkle, headaches emerge 
in the form of a rigid interface and unreliable servers, as well as the 
severely amplified co-op challenge. 

Patapon 3 still shines despite some miscues, but it feels like the 
series is losing sight of the core simplicity that made it magical. 


OVERALL 
RATING: 


8 players local or online 
Rhythm-action 


April 12, 2011 


Keeping the beat during your 
commute 


* It has some amazing 3D visuals, but they're just a backdrop 2 basic shooting action. 
“14% 
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Vibrant new accents enhance the series's typically subdued look. 


EVERYONE 


DREAM TRIGGER 3D 


Words: Craig Harris 
Publisher: D3Publisher e Developer: Art Co. • Platforms: 305 


Dream Trigger 3D is an unbelievably simple action game masquerad- 
ing as something deeper thanks to a highly complex presentation. The 
presentation is so abstract that it had the adverse effect of distracting 
me from embracing what should have been a simple pick-up-and- 
play experience. 

Sift your way through the energetic, over-the-top graphics and 
you'll find an old-school shooter that, at its heart, has games like 
Galaga and the classic Star Wars arcade machine to thank for its 
inspiration. The hook: The enemies don't appear and can't be shot with 
your targeting sprite until you've “pinged” them on the touch-screen 
sonar; once they're visible you can take them out to complete the 
level. Dream Trigger 3D is definitely a unique 3DS game, but it's got an 
unfortunate problem: Gorgeous visuals and a great soundtrack can't 
hide the fact that this is a simple one-trick pony. And it's really not 
that great of a trick. © 


OVERALL 
RATING: 


MULTIPLAYER/ONLINE 
2 players local 

GENRE Shooter 
RELEASE DATE 

May 10, 2011 

SUITABLE FOR 

Fans of old-school arcade 
shoot-em-ups. 
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(D) TOP PICKS 


DO W N L 0 AD Ў. Leveling up takes time. Happy grinding! 
$ DIGEST 


@GAMER's new review column 
covers downloadable games, 
episodes, or add-ons to consider. 
for your console and PC. 


ч 


Words: Mitch Dyer 


Online multiplayer and HD graphics make CoH a worthy port of a great game. 


è ы, m © 
САЗА 


DUNGEONS & DRAGONS: DAGGERDALE MIGHT & MAGIC: CLASH OF HEROES HD 


Publisher: Atari + Developer: Bedlam Games = Price: $15 Publisher: Ubisoft + Developer: Capybara • Price: $15 
Platforms: PSN (May 24, 2011), XBLA (May 25, 2011), FEE Platforms: PSN (April 12, 2011), XBLA (April 13, 2011) 
PC (May 24, 2011) 


One of 2009's greatest games returns in high definition for consoles, and 


Daggerdale isn't exactly a D&D game, although the influences are Clash of Heroes still remains one of the best strategy games in recent 
certainly clear. Then again, the pen-and-paper game is responsible for memory. The gorgeous anime-inspired art looks spectacular on one big 
most contemporary RPG conventions. In actuality, this is a simple co-op screen, but the gameplay's still spectacularly refreshing too. Frequent 

RPG with straight-line dungeons, big bosses, and more loot than you can loading screens can get annoying, sure, but the turn-based strategy is a 
shake a serrated sword at. Daggerdale doesn't do anything outstanding; masterful blend of skill and random placement. Aligning trios of unicorn- 
itjust does what's expected in a sufficient manner—and this is more punching bears, magic deer dudes, and other odd fantasy fighters is 

than enough to satisfy the same urges | get from Torchlight and Diablo. addictive in a magical kind of way. 

OVERALL RATING: 3.75 ае OVERALL RATING: 4.75 ©] 


score Dione 
133,800 135600. 
инин 


CHIME SUPER DELUXE 


Publisher: Zoé Mode ғ Developer: Zoé Mode ғ Price: $10 
Platforms: PSN (March 29, 2011) 


RED FACTION: BATTLEGROUNDS 


Publisher: THQ • Developer: THQ « Price: $10 
Platforms: PSN (April 5, 2011), XBLA (April 6, 2011) 


Tanks, mechs, trucks, and buggies blasting each other to bits on Mars sure Placing oddly shaped tiles on oddly shaped boards should incite panic 
sounds like Red Faction, but that's where Battlegrounds's connection to in a time-based puzzle game, but few games of its ilk are as chill as 
the series ends. This spin-off is a passable car-combat game that doesn't Chime. The Super Deluxe pseudosequel changes the look of last year's 
do anything particularly notable. Baiting multiplayer opponents into a Xbox Live Arcade version and adds local multiplayer modes. Making 
proximity mine-lined trap feels great, thanks to the spiffy explosions and music with each movement is a subtle metagame that's essential to 
destructive environment, but the novelty fades when you realize the flair is fully enjoying its relaxing, tile-dropping challenge. Chime is a perfect 

a cover for its unremarkable and repetitive gameplay. solution for late-night lulls when you're unsure what to play. 

OVERALL RATING: 2.5 AQQ  ovrRaLLRATING: 4.25 9) 
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J Professor Layton & the Unwound Future 04 4 
The 3rd Birthday 09 35. James Bond 007: Blood Stone 05 375 
LER Oe? ШШШ гт mas 
Apache: Air Assault UE 25 Raving Rabbinds: Travelin Time 3D 10 275 
Assassin's Creed Brotherhood 05 45 Killzone 3 07 45 Каутап 30 09 35 
za Kinect Adventures 05 45 Red Faction: Armageddon 10 25 
i Kinect Joy Ride 05 25 Red Faction: Battlegrounds 10 TBD 
Bejeweled 3 = 06 45 Kinect Sports 05 4 RIFT 09 45 
Beyond Good & Evil HD 09 45 Kingdom Hearts: Birth by Sleep 02 45 RockBand3 04 45 
Bulletstorm 07 425 Kingdom Hearts Re:coded 07 4 Rush’n Attack: Ex-Patriot 09 35 
Kirby's Epic Yarn б 45 
Call of Duty: Black Ops 05 5 Knights in the Nightmare Di ^25 Samurai Warriors: Chronicles 09 3 
Cline Super Delne p gm Sanson 3 8 25 
Conduit 2 07 375 А Noire 10 425 Shift 2 Unleashed 09 4 
SENI GEI 10 4 [EGO Pirates of the Caribbean 0 425  TheSims3 04425 
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Dance Central 05 45 LittleBigPlanet 2 06 25 SOCOM4 10 35 
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Darkspore 10 325 Lostin Shadow 06 4 Sonic Colors (Wii) 06 45 
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е Вор 2 ie EE 07 MS Mario Sports Mix 08 35 Star Wars: The Force Unleashed II 05 35 
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Dead Rising 2 D Mass Effect 2 (PS3) 07 Бет 09 á 
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De Jar fap eae eee ПШ» 
DRT3 —— 10 4 Mayhem 3D 10 25 Test Drive Unlimited 2 07 25 
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Dissidia 012 [Duodecim] Final Fantasy — 08 315 Metroid: Other M 02 4 Thor: God of Thunder (Wii) 10 25 
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Donkey Kong Country Returns 06 4.25 Michael Jackson: Tom Clancy's Ghost Recon: 
Dragon Age I EE (S 4 The Experience (360) 09 35 Shadow Wars 09 4 
Dragon Quest IV: Realms of Revelation — 08 4.25 Might & Magic: Clash of Heroes HD 10 475 Tom Clancy's HLAW.X 2 (Wii) 06 275 
Dream Trigger [Issue 10] - TBD Mindjack 07 25 Tom Clancy's Splinter Cell 3D 10 275 
Dungeons 07 375 MLB TI The Show 08 25 TopSpiná 08 45 
Dungeons & Dragons: Daggerdale 10 315 MLB 2КЇЇ 08 375 Total War: Shogun 2 09 5 
Ет 8 45. Тиби ZOT 83 
EA Sports Active 2 06 4 MotionSports 05 3! ПЕПЕ я CS 28 
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dd 30 THRUSTMASTER 


E Т500 RS RACING 


WHEEL 


Se EPSON 8350 
PROJECTOR 


54 LOGITECH 
WIRELESS 
HEADSET F540 & 
SHARKOON X-TATIC 


| Ss | 
О IMAGE SIZE OF nite 

oy AYO-INCH TV | os 
po OVERKILL? WE 

SAY NO WAY! 


STEVE SAYS: 
When it comes to 
displays for games 
and movies, bigger 
is usually always 
better—and it's 
hard to get bigger 
than Epson's 8550 
LCD projector. Is 12 
times the image 
size of a 40-inch 
TV overkill? We 
say no way! While 
we're at it, we put 
Thrustmaster's 
latest PS3 wheel, 
aslick LCD, anda 
couple of head- 
sets through the 
@GAMER wringer. 
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THE FIRST THING THAT ЕЕ ta 
JUMPS OUT AT YOU IS HOW hefty price tag I 


expected a higher 
SOLID THE THING IS. sli materi! 
at said, the 
wheel was still 
comfortable. 


I really liked the look 
and feel of the brushed 
aluminum. 


The buttons can 
be hard to reach 
during a race. 


Manufacturer: Thrustmaster 
www.thrustmaster.com 
Compatible with: PS3, PC 
Price: $599.00 


OVERALL SCORE:4 . 
20000 
L 
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THRUSTMASTER 


The world of racing wheels is all over the map. On 
the low end are sub-$100 offerings by outfits like 
MadCatz and Logitech while on the high end are 
full-on simulator options for the hardcore set 

by manufacturers like D-Box. How seriously you 
take your racing games will determine how much 
cheddar you're willing to commit to the genre. 
With that in mind Thrustmaster recently came 
out with the T500 RS Racing Wheel. While not 
quite as expensive as a simulator, at $600 the 
T500 RS ain't cheap either. But that money 
does buy you some serious hardware. 

With Thrustmaster having lifted the Gran 
Turismo license from Logitech, | tested the 
wheel with Gran Turismo 5 (obviously), and re- 
ally enjoyed it. The first thing that jumps out at 
youis how solid the thing is. The wheel sports 
a 65-watt motor that does a great job of 
providing force feedback. | particularly like the 
way that the paddles stay fixed and don't turn 
with the wheel. (That said, racers with smaller 
hands may not like this feature.) The T500 RS 
has all of the requisite PS3 buttons but they 
can be difficult to reach in the middle of a race. 

The wheel itself felt nice to the touch, but 
at $599 | would expect something even nicer, 
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ALTERNATIVES _ 


THRUSTMASTER 


like leather. However, I really appreciated the 
adjustable resistance of the steel-constructed 
pedals. In my tests | made the pedals as stiff as 
possible, which made it much easier to feather 
the brakes. 

In addition to GT5, the T500 RS will also 
support DiRT3 (reviewed on page 62). You can 
use it with other racing games, but | couldn't get 
the force feedback to work. The T500 RS is also 
compatible with PCs. 


The pedal configuration is 
good and heavy. | didn't 
experience any slippage 

on а carpeted floor. 


Words: William O'Neal 
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S 
EPSON 8350 Projector 


It wasn't that long ago when a 40-inch TV was 
seen as "huge"—and | suppose it still is...for 
games. However, for movies, the screen real 
estate of most HDTV sets is barely adequate 
for most medium- to large-size living and 
media rooms. 

Enter Epson's 8350 LCD projector, which 
will enable you to do justice to the latest 
Blu-ray movies via your PS3, while reveling in 
unadulterated "overkill ecstasy" with the latest 
games on your console of choice, laptop, or PC. 

“Justice,” in this case, is the ability to throw 


up to a 120-inch wide image, in 1080p resolu- 
tion, onto a screen or wall from 12 feet away. At 
this size, the image is 12 times larger than what 
you'd get on your standard 40-inch HDTV. 
Let's think about that for a second... 

Atthis size, players in MLB 11 The Show 
appear nearly */ life-size—when you get up to 
bat, it really looks like you are up to bat. (There 
is one... slight... problem: Once you go "big 
screen" it's very hard to go back to regular ol’ 
HDTV dimensions.) 

And, the 8350 gives a whole new meaning 


Instantly transform 
any room into a 
"media room," with 
an easy-to-carry/set 
up portable screen. 


Manufacturer: Epson 
WWW.epson.com 
Price: $1,299.99 


OVERALL SCORE: 5 


овеве 
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to "movie night"—replicating the theater feel 
in your living room, without the sticky floors 
and gum under your seat. 

The 8350 is large—ideally you'll find a 
permanent home for it—but it's definitely 
"in charge." Its triple-LCD engine delivers 
crisp, bright images with good contrast. 
Aside from the inability to handle 5D content 
(which will cost you at least twice as much for 
full 1080p resolution), the 8350 is the ideal 
mate for large-scale entertainment in your 
living room. © 
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The projector includes built- Component, AV, and HDMI 1[3 — Simple lens shift controls en- 


in menu controls, but you'll hook-ups ensure the highest able you to easily adjust the 
hardly ever need 'em, thanks possible image quality with the angle of the image "throw," 
to the included remote. PC, Wii, PS3, and Xbox 360. making setup a breeze. 


The tri-LCD-powered 
lens delivers crisp, 
colorful images. 


Wards: Steve Klett 
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DECODER 

The X-Tatics include a 
Dolby Digital decoder 
that you can hook up 

to any device with an 
optical connection for 
true 5.1 surround sound. 


Manufacturer: Sharkoon 
www.sharkoon.com 
Price: $159.00 


OVERALL SCORE: 4 


QQQqQeaa 


Manufacturer: Logitech 
www.logitech.com 
Price: $149.00 


OVERALL SCORE: 4 
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HEADSET BROUHAHA 


We've put a lot of headsets through their 
paces over the last few issues, and vendors 
keep assaulting our ears with yet more op- 
tions. Gamely, we soldier on... 


LOGITECH WIRELESS HEADSET FSHO 
This set may be limited to analog stereo out- 
put but it still delivers very good positional 
audio cues—albeit not quite as precisely as 
true 5.1 headsets. 

However, the F540s are wireless, and you 
can connect up to three audio sources and 
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switch amongst them on the fly. So if you've 
got a PS3 and 360 in your game room with an 
AV receiver, you can use the set with them all 
without rejiggering the connections. WOOt! 

Overall, the F540s deliver solid audio 
performance with games, movies, and music. 
The negatives are underpowered bass and 
that they feel less comfortable than the 
Sharkoon X-Tatics. 


SHARKDON X-TATIC DIGITAL 
This headset is much more comfortable than 


The X-Tatics are big 
fora reason—the ear 
cups house four speak- 
ers each for true 5.1 
positional audio. 


The wireless F540s 
include a receiver base 
(not shown) that you 
use to recharge the 
headset. 


its size and heft suggests—and the posi- 
tional audio cues it delivers are a step ahead 
of the F540s, particularly in shooters like 
Black Ops. Unfortunately, like the F540s, they 
are missing that ear-rattling bass I'd like to 
hear. And the associated cable clutter, typical 
of surround sound sets, is a bit of a pain to 
manage. 

Both sets are solid choices for use with 
the 360 and PS3. The sound quality (and 
price) is close enough that it really comes 
down to one choice: wires, or no wires? © 
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VIEWSONIC 
VXe / 3S9WM 


When first got my hands on the Viewsonic VX2739wm 
27-inch widescreen monitor, my initial idea was to use 
it solely as part of a gaming PC setup. But once started 
using it | realized that the LCD would also be handy 

as an all-around gaming display, whether for PCs or 
consoles. 

Alot of displays are called "gaming monitors" but 
the VX2739wm does a good job of earning that moniker. 
Ghosting is a problem that often plagues monitors but 
the VX2739wm's 1ms response time eliminated that 
concern. Additionally, the LCD/TFT active matrix display 
sports a maximum resolution of 1920x1080 and has an 
aspect ratio of 16:9. 

When using it with the test PC I connected the display 


Image quality was 
great, especially when 
connected to a PS3 
via HDMI. 


ViewSonic 
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MONITOR 


via DVI-D and the images were clear and the response 
times were great. | then hooked it up to a PS3 via HDMI. 
While the video was great, the sound provided by the 
VX2739wm's internal speakers...sucked. So if you're 
gaming with a console you'll probably want to go with a 
good gaming headset (like those on the opposite page). 

Another gripe that | had is that the there's no height 
adjustment, and that's a feature that I've come to 
expect. 

Allin all, | was pleased with the VX2739wm. That said, 
itis getting a little long in the tooth and will soon be re- 
placed by the VX2753mh-LED. I'm hoping that this newer 
model will build on what's good about this current LCD, 
while also addressing some of its issues. © 


Him! 1080p 


€—— Vin. — > 


| aera so) 


| 


€8in> 


Manufacturer: Viewsonic 
www. viewsonic.com 
Price: $355.00 


OVERALL SCORE: 3:5 


GOGA 


With a relatively thin 
bezel, the monitor's 
desktop real estate 
isn't wasted on use- 
less plastic. 


The input buttons are 
nice and discreet. 
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ask Andy: Send your questions to 


Gaming's 
20-Year Blizzard 


M O 


If you have some videogame “facts” you want to verify as real or urban legend, 


9 


TRUTH OR LIES: 


Lost Vikings did 
come before 
Blackthorne, but 
the company's 
actual first release 
was Radical 
Psycho Machine 
Racing—a Super 
NES game better 
known as R.P.M. 
Racing, which was inspired by Electronic Arts's 
Racing Destruction Set for Commodore 64. It 

was followed by a number of game ports to 

other systems, which Frank Pearce, one of the 
company's founders, said was "great exposure 
for us, because having never authored code for 
acomputer game before, this gave us a huge 
code base to look at." (Interestingly, the company 
doesn't see the game as one of its highlights. Mike 
Morhaime, Blizzard's co-founder and current CEO, 
told the GameSpot website a few years ago that 
the team wasn't “particularly proud of the title, 
and we banged it out pretty quick.") 
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Blizzard's main headquarters has always 
been in Southern California—more 
specifically, the city of Irvine in Orange 
County. Blizzard North, however, came from 


! acompany purchase; it bought a company 


called Condor, Inc., which had previously 
developed products mainly for Acclaim 
Entertainment, such as NFL Quarterback 
Club, Condor was located in Redwood 

City (which is between San Francisco and 
San Jose in Northern California). It was 
subsequently renamed Blizzard North—and 
the part about Blizzard North creating the 
Diablo series is quite true. 


STUDIOS 
eee 


Those were certainly the 
predominant names, yes, but there 
was one that was used in between 
for a while, According to Morhaime, 
the company adopted the name 
Chaos Studios—at least until it 
was contacted by someone from 
Florida-based Chaos Technologies, 
saying that the game makers could 
continue to use the name..at a cost 
of $100,000. After banging around 
with a few other names, Morhaime 
said they settled on the "clean" 
Blizzard Entertainment. 


Now you can bring your 
games to Best Buy 


TRADE-IN' 


STACKS 
OF GAMES 


WORTH °20 AND UP 


CHECK OUT YOUR TRADE-IN POWER AT 
bestbuy.com/gametradein 
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GAME SOUND. UNDER YOUR —-— 


To get the whole story, scan code.or go to: 
www.TurtleBeach.com/GamerStory — 


ДОРЕ 


PROGRAMMABLE GAME AUDIO, 


Lue you presets to 


TURTLEBEACH.COM 
ENGINEERED FOR GAMING™ 
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Turtle Beach headsets available at: BEST & BestBuy.com 
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